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VJenetics hasn't 
caught up with 
the revolutionary 
new Ad Lib Gold™ 
Stereo Sound Adapters— 
but you'll wish it had. Because when 
you hear the mega-sound Ad Lib Gold cranks 
out, you'll be stretching your ears to take it all in. 

Thanks to a new super-advanced stereo sound 
technology, you'll hear more depth, clarity and 
eardrum-bursting intensity than with any other 
sound board in this price range. You get superb 
synthesized and digitized sound to make your 
games and multimedia applications explode with 
power. 

Like realistic speech so clear, it's unreal. Sound 
effects like you hear in the movies. And music that 
will have you looking in your PC for an orchestra. 
This is the stuff you've been waiting for! 

Ad Lib Gold is great for the next generation of 
games. And it's perfect for today's newest sound- 


based reference, educational and business 
applications. 

Ad Lib Gold is fully MPC" compatible. And it 
comes complete with software for sound record- 
ing and playback, and for synchronizing sound 
with popular presentation software. Plus a ready- 
to-use music collection with everything from 
Bach to rock. 

And only Ad Lib Gold expands as your sound 
needs grow. With an optional piggyback Surround 
Sound Module. An Ad Lib Gold Telephone Answer- 
ing System that turns your computer into a fully 
automated phone management system. 

Plus two SCSI options which open the 
door to the awesome sound, music and 
data rich world of CD-ROM. 

So open your ears and go for the Gold. 

Because when it comes to hot PC sound, 
nothing's as big as Ad Lib Gold. See your 
software dealer 1 Ann OitQit I 

or call Ad Lib at roUU-4bO-ZboO, I 


Ad Lib Inc., 50 Staniford Street, Suite 800, Boston, MA 02114. Phone; (418) 529-9676 Fax: (418) 529-1159 
© 1992 Ad Lib Inc. Ad Lib is a registered trademark and Ad Lib Gold is a trademark of Ad Lib Inc. Other names are trademarks of their respective owners. 


New Ad Lib Gold. Qnite psibly, more sornid 
than your ears were designed to handle. 
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Computer Third Reich is available for $39.95. Please add $6.00 shipping and handling (Canadian 
orders $12.00; overseas $18,001. IBM PC/PS and compatibles version is coming soon. 

Get Computer Third Reich wherever great computer geimes are sold, or direct 
from; 


Strategy Magazine had this to say: 
“The point and click interface is a 
pleasure to use.. .The map graphics 
themselves are excellent. .At first I 
thought this new version would be too 
simple for the Third Reich player and 
too complex for the newcomer. Six 
hours' play changed this viewpoint." 


microcomputer gomes division 

The Avalon Hill Game Company 

A MONARCH AVALON, JNC. COMPANY 


4517 Harford Road Baltimore, MD 21214 410 254-9200 


For quick credit card purchasing, 
caU TOLL FREE 1-800-999-3222. 
Circ/e Reader Service #62 
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Flown your umpteenth fighter plane? Shot up your 
50,000th enemy tank? Challenge your mind instead 


of your reflexes...play 


Qame of World War II Grand Strategy! 


COMPUTER 

rJTTTTT 


World War II, the conquest of Europe... 

. Out of the ashes and turmoil of post-World War I Europe an 
Austrian artist rose from obscurity to command the greatest 
military machine ever known to man. His ntune was Adolph Hitler. 
He and his band of Nazi cutthroats promised a starving German 
people revenge for the injustices of World War I and a Reich that 
would last for a thousand years. 

Gaining absolute power in 1934, Hitler embarked upon the return 
of Germany to her previous place of prominence with massive 
rearmeunent programs. First Austria, then Czechoslovakia fell under 
the Nazi boot. 

The west viewed the German rise to power with growing alarm, 
and when Germany invaded Poland on September 1, 1939, Britain 
and France declared war. 

The stage was set for a war of such magnitude that it could only 
be compared to the greatest of natural disasters. 


THifio mm 


Computer Wargaming like you’ve never seen it! 

It’s more than a game, it is the definitive historical simulation 
of Europe during World War II. All the elements: military, 
economic, geographical, ideological and chronological are 
included in the game. Until now, Third Reich has been a game 
for the truly dedicated boardgamer. Recent advances in 
electronics now make it possible to put all of the rich detail of 
the boardgame into your home computer. 

COMPUTER THIRD REICH includes the foUowing: 

• State of the art graphics. 

• Easy to use interface. 

• Choice of human or computer opponents for either side. 

• Three historical scenarios plus the campaign game. 

• Advanced SAVE GAME function to make play-by-mail easier. 


COMPUTER THIRD REICH system requirements: Commodore Amiga: Amiga 500-3000 
(including 1000) with one meg of RAM and color monitor. Atari ST: 520, 1040, or Mega with at least 
512K RAM, double side disk drive and color monitor. (Single-side version for 520 available upon request.) 
See what aU this excitement is all about. 
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Make itiE Purr Or 
Miss ItiE Cut... 

Crouch down and read the green. The only thing between you and the final 
money rounds is fifteen feet of landscape thaf s fiat to everyone but a golfer. Will 
a hard break turn into heartbreak? Join the PGA TOUR® and find out for yourself. 



The pressares of a PGA TOUR'^ pro 

Play in real tournaments on real courses: 
^ TPC at Sawgrass, TPC at Avenel, and PGA 
West Stadium Course. Bonus course — 
tournament-tough Sterling Shores. 
Compete against 60 PGA TOUR pros in 
four round tournament play. Pro stats 
modeled after real players' scores. 

Fight to finish in the money. Keep track 
''fc of the top cash winners through the 
Leading Money Winners board. 


The best of live action TV coverage 

Panoramic fly-by shot and look-back view 
give you real TV-style coverage. 

Ten featured PGA TOUR pros give per- 
sonal insights on each hole. 

Check the leader board at any time for 
the latest in TOUR standings. 

Announcers keep you posted on impor- 
^ tant shots and changes in standings. 


Accurate and addicting 

Unique 30 topographical grid lets you 
read the contours of the greens. 

Select special shot options like chip, 
punch and fringe putting. 

Club selection and ball lie affects spin on 
W the ball. 

Track your own statistics in real PGA 
^ TOUR categories like driving accuracy, 
par breakers, and putting average. 



SUPPORTS 

Electronic ARTS® 

7 

PGA V 


HOW TO ORDER: 



Visit your retailer or phone with VISA/MC:USA or Canada, 

800-245-4525, Mon-Fri, 8am-5pm Pacific Time. IBM and compatibles 5.25" 

Pll 

AdLib 

version $49.95 (3.5" available). Screen shots represent IBM version. IBM is a 

registered trademark of International Business Machines Corporation. 

J! 

MUSIC CAHb 

TPC is a registered trademark of PGA TOUR®, INC. 
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Solid State Pinball Tristan 

• l Ibund a ni<;« saashell for Grandma, 
but it wos full of a orob. 



Just Grandma and Me 



Virtual Reality Studio 


Amtex Software Corporation 

25 Dundas Street West 
Unit 7, Dockside 

Belleville, Ontario K8P 3M7 CANADA 
(613) 967-7900 

SOUD STATE PINBALL TRISTAN: 
Touted for having “realistic ball action 
and tremendous scoring possibilities,” it’s 
hard say more about a product like that 
(grin). This impressive bit of software is a 
great pinball game simulator, with 
enough bells and whistles to give true 
suspended disbelief to Mac users. The in- 
formative manual gives a history of pin- 
ball, while the copy protection is a list of 
most of the important pinball machines 
ever released and their manufacturers. 
Macintosh LC/II ($69.95). Circle Reader 
Service #1. 

The Avalon Hill Game Company 

Baltimore, MD 

COMPUTER THIRD REICH: This 
boardgame translation into silicon was 
previewed in COW issue #86, page 22. 



Computer Third Reich 



taasBs- I BSS^WT" -..ll 

FernGully, The Last Rain Forest 



Black Crypt 


Fairly faithful to the boardgame, the 
“saved game turn by e-mail” feature is 
probably its strongest point. Amiga, Atari 
ST ($39.95). Circle Reader Service #2. 

Broderbund 

Novato, CA 

JUST GRANDMA AND ME: This bit of 
“story time” programming for children 
ages 3-8 is delightful in its simple “click 
and something happens” interface. On a 
trip to the beach. Grandma (a gopher) 
and her grandchild (the young user, also 
a gopher) set out through adventures 
and misadventures, supplemented by 
easy-to-read sentences (which are also 
read aloud for young learners). Just 
about every image animates when click- 
ed upon, giving young minds something 
to keep them fascinated for hours upon 
hours. Macintosh LC/II with CD-ROM 
($54.95). Circle Reader Service #3. 

Capstone 

Miami, FL 

FERN GULLY, THE LAST RAIN 
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Let MicroProse fly you through the 
past and into the 21 st century! 



A furious tide of drug cartels blankets the world in 
the year 2000. At the request of nations all over the 
world, the United States creates an elite paramilitary 
task force commanded by you! 

Leading a squadron of fierce, high performance 
F-22 fighters, you’ll unleash devastating aerial 
assaults on drug plantations and strategic targets! 
You’ll break the tight grip drug bosses have on 
government and military establishments! And you’ll 
lead 250 undercover agents against drug runners in 
the mountains, cities, and jungles of Colombia! 

Plus, with ATAC’s special options, you can fly your 
own fighter or play from a strategy perspective and 
command the whole ATAC force as you snuff out the 
scourge of drugs once and for all! 



What did the courageous flyboys of the Memphis Belle 
really experience as they plowed through relentless 
anti-aircraft fire over Nazi-occupied Europe? Find out 
for yourself as you pilot the legendary B-17 Flying 
Fortress and lead a 10-man crew through 25 perilous 
daytime missions! 

The most complete and accurate bomber simulation 
ever produced, the Flying Fortress will immerse you in 
breathtaking bombing runs! You'll destroy strategic 
targets... allocate crew members to their tasks. ..and fend 
off squadrons of deadly Nazi warplanes in explosive 
aerial combat! 

The B-17 Flying Fortress. It's a flight simulation of 
legendary proportions! 


^1 

/\D\/Al\JCED TACTICAL. A HR COMM AN 


,^»3PRDSE 

ENTERTAINMENT • SOFTWARE 

Coming soon for IBM PC compatibles! 

For more information about exciting MicroProse products, 

call! -800-879-PLAY 

© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
C/rc/e Reader Service #57 
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FOREST: A computerized coloring book, 
users will enjoy the line-art from the up)- 
coming Don Bluth/Twentieth Century 
Fox animated motion picture as they 
“color” in the background and characters 
using a 256-color VGA palette (of which 
16 can be mixed at a time). Rve dif- 
ferent backgrounds and twenty different 
characters are provided for “mix and 
match” scene creation. Supp)orting a 
wide range of printers, this ecology-tout- 
ing product is printed on recycled paper 
and ready to paint kids’ minds a political- 
ly correct “green.” IBM ($29.95). Circle 
Reader Service #4. 

Domark 

Distributed by Accolade 
San Jose, CA 

VIRTUAL REAUTY STUDIO: Unless one 
surrenders to the concept that anything 
with 3-D polygon-filled graphics equals 
“virtual reality,” this product isn’t it. How- 
ever, it is a fascinating tool kit for creat- 
ing and animating 3-D objects in 320 x 
200 VGA resolution with a 256-color 
palette. Users can create their own “walk 
throughs,” “fly bys” and even their own 
games using this tool kit. Including its 
own programming language, it is power- 
ful enough to allow one to design “virtual- 
ly” anything. IBM ($89.95). Circle Reader 
Service #5. 

Electronic Arts 

Menlo Park, CA 

BLACK CRYPT: As previewed in CGW 
issue #91, page 30, this Dungeon 
Master-style game includes full maps 
and a cluebook. Amiga ($49.95). Circle 
Reader Service #6. 

Interplay Productions 

Santa Ana, CA 

OMAR SHARIF ON BRIDGE: Even if 
one has never bid a hand of bridge in 
one’s life, bidding becomes logical and 
nearly intuitive in this game for amateurs 
and advanced players alike. The digitized 
voice option (Sound Blaster only) offers 
a “Gee Whiz” aspect, but the beauty of 
the game is its elegant “point and click” 
interface combined with a capacity for 
testing bridge problems with pre-dealt 
hands. IBM ($49.95). Circle Reader Ser- 
vice #7. 

Infogrames 

France 

GO SIMULATOR: The classic, ancient 
game of strategy and intuition, this incar- 
nation of Go comes in English, French 
and German (with a cross-language glos- 
sary, no less) in this European import. 
Using player-defined difficulty levels and 
board sizes (from 9 x 9 to 19 x 19), this 




The Secret Island of Dr. Quandary 



The Case of the Cautious Condor 



Go Simulator 



Planet's Edge 



Murder Makes ... Deadfellows 


package emphasizes the basics and will 
help players learn and advance their skill 
levels. IBM. Circle Reader Service #8. 

MECC 

6160 Summit Drive North 
Minneapolis, MN 55430-4003 
(612) 569-1500 

THE SECRET ISLAND OF DR. QUAN- 
DARY: The strange and malevolent doc- 
tor manages to steal the energy force of 
the player’s character, leaving said char- 
acter with the option of running the 
gauntlet on his secret island or continu- 
ing life in the body of an aging carnival 
toy. Through a combination of quick 
thinking and quick reflexes, gamers ages 
eight and up will have plenty of challen- 
ges in store as they attempt to unravel 
the puzzles in this game package. The 
Five island layouts and three difficulty 
levels will keep adults, as well as 
younger players, challenged. Indeed, spe- 
cial kudos are due the doc’s docs. Writ- 
ten with charming brevity and wit in a 
question-and-answer style, we are 


amused! IBM ($59.95). Circle Reader Ser- 
vice #9. 

MicroLeague Sports 

Newark, DE 

MICROLEAGUE FANTASY MANAGER 
(SPECIAL USA TODAY EDITION): Team- 
ing up two top talents. Microleague 
Sports and the telecommunications net- 
work sponsored by America’s 
newspaper, USA Today, this is fantasy 
league/rotisserie design kit par excel- 
lence. From auction/draft day through 
the end of the season, players will be 
utilizing plenty of statistics (up to 14 dif- 
ferent pitching categories and 17 batting 
categories) as they constantly manage 
and update their flexible-size rosters. 
Trades, activations and free agents are 
handled with a few simple mouse clicks. 
With up>-to-date statistics available for 
download from the USA Today Sports 
Center (among other methods), cus- 
tomizable rules and printable reports that 
are clear and concise, any computer 
baseball fanatic will want to look closely 
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^he Crisis 

, Giant insect-like creatures are 
firealening the survival of our planet, 
irst they nuked us from space. Now 
ley’re reproducing inside living humans 


A Fighter Piiot’s Dream 

It’s up to you to avenge Earth. You’ll 
fly the MANTIS, a high-tech wonder 
armed with futuristic firepower. 


Your Ship 

Our only hope is the XF 5700 
Experimental Space Fighter (codename: 
MANTIS). Our first world government, 
Fist of Earth (F.O.E.) developed it to fight 
the enemy.' Now they’re looking for 
^’meone.to fly it — in combat. 


• The Enemy 

The Sirians aren’t your run-of-the-mill insect 
aliens. Individually, they’re powerless pests, 
but together they form a powerful collective 
group mind capable of advanced technology 
that can obliterate the human race. 


\ State of the Art 3-D 

0 /r Fly the MANTIS in thrilling, realistic 3-D 
*^uencejp Brilliant graphics, cinematic digitized 
^ segments, chilling sound effects, and a 
suspenseful musical score add to the adventure. 


^ ^ rxutuai niciy vai y. 

^ ^ \ Your n/flssiori 

Saving the planet from destructtdfris no small 
chore. The Sirians are returning to finish what 
they began. Are you up to the challenge? 


Marketed by MicroProse Software Inc. 4 

180 Lakefront Drive • Hunt Valley, MD 2103olHPII^^ ] 

For Amiga/IBM PCvrtfndy/compatibles. For the latest information on release dates and 
availabilities, catIParagon Customer Service at 41 2-838- 1 1 73, 9 am to 5 pm ESTlvreekdavs 
O 1991 Paragon Software . , 


Coming Soon: MegaTraveller 3 and Spellbound: Challenge of the Five Realms 
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at adding this new player to the lineup. 
IBM ($49.95; not pictured). Circle Reader 
Service #10. 

New World Computing 

Woodland Hills, CA 

PLANET’S EDGE: The folks at New 
World Computing can’t seem to do any- 
thing on a small scale. Once again 
they’ve combined their role-playing 
design talents and their pienchant for the 
grandiose to create this magnum space 
opus. The storyline may sound a bit 
familiar (collect the parts of the humanity- 
saving machine), but the actual system 
and universe is extremely well-done. 
Players will sail the cosmic seas explor- 
ing hundreds of solar systems, collecting 
and trading commodities with alien cul- 
tures, and engaging in Star Trek-esque 
mini-adventures on alien worlds. It’s a fun 
way to see the uncharted backwaters of 
the unfashionable end of the western 
spiral arm of the Milky Way. IBM 
($59.95). Circle Reader Service #11. 

Tiger Media 

5801 E. Slauson Avenue #200 
Los Angeles, CA 90040 
(213) 721-8282 

THE CASE OF THE CAGTIOGS CON- 
DOR: These two games present com- 
puter games in the genre of 1930s-era 
"Airwave Adventures” in terms of sound 
and storylines, with interactive, ’50s-style 
comic-bookish art. Both games are on 
CD-ROM and support the Sound Blaster, 
SB Pro and Thunderboard. Armed with a 
cast of genre/pulp characters from the 
cream of international society, this first 
game is set aboard a luxury airliner (a la 
Howard Hughes’ “Spruce Goose”) on 
which a murder has been committed and 
the player has 30 minutes to search out 
the premises and find out “whodunit.” 

IBM CD-ROM ($49.95). Circle Reader Ser- 
vice #12. 

MURDER MAKES STRANGE DEADFEL- 
LOWS: The powerful patriarch of the 
Steere family has died in a mysterious 
fall and, as the family assembles in the 
(now haunted) mansion for the reading 
of the will, the player must guide earnest 
young Nick through the adventure 
ahead. In a collision of this world with the 
next, humor and horror are blended as 
the foul smell of foul play begins to per- 
meate the premises. IBM CD-ROM 
($49.95). Circle Reader Service #13. 

TTR Development, Inc. 

Madison, W1 
(608) 277-8071 

4 GET IT: Another In the tradition of 
strategy/puzzle solving games (alongside 



Spectre 


Darwin's Dilemma and Shanghai), this 
one has players dropping tiles from 
precarious perches down through mazes 
where they will touch like tiles and disap- 
pear. When a screen is cleared, players 
advance to another (and more difficult) 
level. Presented throughout using tongue- 
in-cheek humor, this enjoyable distrac- 
tion will keep players challenged and 
smiling for quite a while. IBM ($44.95). 
Circle Reader Service #14. 

FUTURE WARS: THE RED STATE: 
Hypothesizing a renegade long-range 
bomber strike that launched thousands 
of nuclear missiles at what used to be 
the United States, this is an expansion 
disk for Brigade Commander. Now, the 
blue player must retake the America of 
his forefathers from bases in Canada in 
the new campaign game feature included 
in the package. Amiga ($29.95; not pic- 
tured). Circle Reader Service #15. 

THROMULUS: In this “battle for the 
bloodstream” game, evil red mutant 
blood cells are being fought by a blue- 
blooded antidote in a strategy board- 
game environment. With elements of 
Othello, Blockade! and Go, this 0-2 
human player mental match-up has 
players inflicting white blood cells or 
viruses and using moveable platelets in 
addition to their normal “capture and con- 
vert” boardgame moves of jumping and 
cloning. With three different board sizes 
and a “biotech design” feature, this little 
exp>eriment might just be the cure for 



Thunderhawk 


several hours of boredom. Amiga 
($44.95). Circle Reader Service #16. 

Velocity 

Palatine, IL 
(708) 991-0594 

SPECTRE: Packaged in a box the 
shape of a familiar computer polygon, 
this game is a cross between Stellar 7 
and “capture the flag.” Players select (or 
“build”) their own vehicles to take into 
the arena or off-road as they zoom 
around and zap each other on the way to 
the objective(s). A multi-player network 
mode is included in the package (how- 
ever, it requires each player to own his 
own personalized copy of the game). In- 
terestingly, players can send away for a 
“Spectre Network Party Pack” (complete 
with invitations) to get around every 
player needing to buy a copy of the 
game. Hmmm... bet the boys in market- 
ing dreamed up that one. Macintosh 
($59.95). Circle Reader Service #17. 

Virgin Games 

Irvine, CA 

THUNDERHAWK: A poor man’s Gun- 
ship 2000, imagine a cross between 
Cosmi’s early helicopter game and EA’s 
LHX Attack Chopper. Utilizing some 
Wing Commanderesque briefing segues 
between missions, like that game it is 
also easy to assimilate and begin play- 
ing. Includes a campaign game to go 
along with the polygon-filled prescription 
for action, action, action. IBM ($49.99). 
Circle Reader Service #18. caw 
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HardBall III takes a lull cut at mai'or league realism. A power line-up that includes printable stats, standings and 
box scores; the ability to import data from HardBall ir Earl Weaver H" and Tony LaRussa"-, plus aTeam & Player Editor 
that allows you to alter everything from team logos to a player's ability. 


i HardBall III zooms In on the bang-bang plays. 
Five camera angles cover the entire ballpark. 
Watch instant replays and save the best for 
your own personal Highlight Reel. 


Baseball 

We Play 
Hardball 


PRESENTING THE ALL-NEW HARDBALL III 


HardBall III N\ if 

plays textbook “team 
effort”r/e/errse.Tbestrongest 
fundamentals in the game. Outfielders back LL 
up one another and infielders act as cut-off 

coming out to take the throw 


▲ HardBall III leads oft with digitized players 
and 256 color VGA graphics. Nobody beats this 
double play combo. Visuals as eye opening as a line 
drive up the middle. Animation as smooth as a 
Gold Glove shortstop. From fresh mowed grass 
to ivy covered walls, details that capture 
The Show. 


HardBall III tests each hitter’s power with eight 
real ballparks. Famous fields from both major 
leagues. Your catcher may have just enough pop 
to put it out of Chicago’s “friendly confines” but 
can he go deep in Toronto? 


The best in entertainment software.™ 


.• HardBall III bas the 

best play-by-play man in the business. Network 
broadcast great Al Michaels joins the HardBall 
III Team up in the booth, with a digitized 
description of all the action. 


HardBall III thrusts you into the heat of a pennant 
race. It's a 162 game, major league season - complete with 
road trips and an all-star game. Compile good numbers 
along the way and maybe you’ll make the roster. 

The only computer game with Hall of Fame credentials. You don’t 
outsell every baseball title in history by standing pat in the 
off-season. New HardBall III redefines computer baseball once 
more with real play-by-play announcing; unprecedented graphics, 
realism and playability; plus more of the authentic baseball 
nuances that serious fans want in a simulation. More runs. 

More hits. No errors. 

To order, visit your favorite software retaiier or catt 
1-800-246-7744. 


Play-b>' play announcing requires 2MBof RAM. Actual game screens from IBM PC VGA version of the game. Other versions mayvaiy, HardBall III.HardBall II and HardBall! are trademarks of Accolade, Inc. Earl Weaver II is a 
trademark of Electronic Arts. Tony LaRussa is a trademark of Strategic Simulations, Inc. All other product and corporate names are trademarks and registered trademarks of their respective owners. © 1992 Accolade, Inc. All rights resen/ed. 
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Sneak Preview 


‘‘If I Can Make It Cere... 


Sneak Previews are not designed to be reviews. They are feature articies based on 
“works in progress" that CGW’s editors have deemed worthy of early coverage. 

These articles are not intended to provide the “final word" on a product, since we ex- 
pect to publish appropriate review coverage when, the game is completely finished. 
Sneak Previews are designed to inform our readers about upcoming games and 
generate excitement about the “state of the art" of computer game design in general. 



emember when, in The Colonel's 
Bequest, Laura left the safe, sane, 
hallowed halls of Tulane University 
to visit the bayou plantation home 
of one of her school classmates? 
Do images of an isolated plantation 
(Misty Acres), where the cast of 



related characters are hated by each 
other and said cast is dropping faster 
than troliops in a Jack the Ripper 
novel ring a beli? If so, it shouid be 
welcome news that Laura is ready to 
make her way in the “real” world 
now. She is headed for the “Big 
Apple," and one almost expects her 
to toss her Roaring ■20s era hat trium- 
phantiy in the air a la That Girl of 
the ’bOs. 

In fact, the parallel is somewhat 
striking. Roberta Williams originally 
chose Laura’s name because it 


reminded her of Clara Bow, the on- 
screen girl ingenue (or “It Girl,” so known 
after she played the lead in 1927’s It) 
who had that certain something {It?) that 
made viewers know that she was going 
to succeed. Indeed, Mario Thomas’ Ann 
Marie on That Girl offered something of 
the same fresh-faced innocence com- 
bined with fierce determination that 
made miliions of giris believe that “That 
Girl" could make it, that “That Girl" was 
not just any girl. 

Yet, the parallel may even be more strik- 
ing in the interaction between the creator 
of Laura Bow, the designer/director of 
Laura Bow in The Dagger ofAmon Ra 
and the character herself. Roberta en- 
visioned The Colonel's Bequest as the 
start of a new series with a female 
protagonist. She neither expected nor 
planned to direct all of the designs in the 
series in the same way she designed the 
original. So, in her current role as creator 
of Laura Bow, she is taking the risk of 
placing the destiny of her character in 
other hands. To be sure, she placed her 
character in the experienced hands of 
Bruce Balfour (designer of tieuroman- 
cer, CGWs Adventure Game of the Year 
for 1989), but they are different hands 
nonetheless. 

Just as John Bow, Laura’s father, sends 
his daughter off to Mew York to prove 
her worth as a novice reporter for the 
tiew York Daily Register Mews 
Tribune, Roberta has allowed Bruce con- 
siderable free reign in sending Laura off 
to new horizons and, in so doing, to at- 
tempt to earn his place among Sierra’s 
top designers. In fact, the idea of sending 
Laura off to New York in The Dagger of 
Amon Ra was, initiaily, something of a 
surprise to Roberta. She had envisioned 
the next Laura Bow as taking place in 
New Orleans. Indeed, she had invested 
quite a bit of time in researching and 
mapping areas of New Orleans for just 
such a contingency, but Bruce and Josh 
Mandel (who currently directs develop- 
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by Johnny L. Wilson 


ment of the in-house game designs) con- 
vinced her that ail roads in both the film 
and literary genres associated with ir- 
repressible young female protagonists 
led to New York. 

The Coroner’s Inquest 

At one point, the newest Laura Bow 
game was almost entitled The Coroner’s 
Inquest. That would have been ap- 
propriate in several different ways. First, 
the symmetry in the titles would have 
united the games more closely in the 
minds of potential customers. In the 
sense that Laura is a continuing charac- 
ter and is true to her roots, that would 
have been positive. Roberta gave Bruce 
and Josh a list of “Would Do”s and 
“Wouldn’t Do”s with regard to Laura’s 
character and she believes the design 
team has been true to her vision. In the 
sense that the game still has the “punful- 
ly” clever tag lines after Laura’s death 
scenes, tying the two games together is 
still appropriate. If anything, Balfour has 
sharpened the slash of the word play. 

In the sense of the look, feel and 
design, however, the games are dramati- 
cally (pun intended) different. Where The 
Colonel's Bequest was largely inspired 
by the living theater style used in the 
play Tamara (the long-running “stage" 
production in which the audience 
wanders from room to room in the old 
manse where the murder occurred and 
observes the action taking place in situ) 
and featured plenty of non-interactive 
eavesdropping and snooping. The Dag- 
ger of Amon Ra is much more interac- 
tive. Where the older game’s background 
scenery looked almost like a group of 
stage sets, the newer game’s settings are 
beautiful interior settings that convey the 
ideas of rooms more than sets. Where 
the older game was divided into specific 
announced acts (as in a play) in which 
the player had to “perform" several 
“Must Do"s prior to finishing a given act, 
the newer game is divided into six acts 
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that are neither announced nor entirely 
visible. Where The Colonel's Bequest 
had a very linear storyline and some- 
times felt rather empty. The Dagger of 
Amon Ra has more peripheral story ele- 
ments and seems to hold to a livelier 
pace. 

Roberta Williams explained to CGW 
that, although The Colonel's Bequest’s 
sales were not equivalent to the megabits 
in the Sierra line, the satisfaction level 
from those who did purchase the game 
and did send in their registration cards 
was the highest of any Sierra game. 

She noted that the original Laura Bow ad- 
venture was particularly successful 
among women. Her theory was that 
women were more inclined to snoop 
around and piece things together a little 
at a time, while men wanted to be in con- 
trol. Ironically, Bruce Balfour’s design 
reflects the more traditional control ele- 
ment of adventure game design, so it will 
remain to be seen how well received The 
Dagger of Amon Ra will be among the 
devotees of the original. 

The second reason that The Coroner's 
Inquest would have been an appropriate 


name for the game involves the delight- 
ful denouement of the story. Laura is in- 
vited to the inquest in order to give her 
evidence as to who the murderer or mur- 
derers may be. The coroner asks her 
questions and the player provides the 
answers by p>ointing at the menu and 
clicking on the right answer. The pro- 
gram checks against the evidence which 
Laura collected in the course of the 
game and if the player is successful, 
moves to the finale. If the player is unsuc- 
cessful, the game comes to a gruesome 
end. 

What’s the Scoop? 

In The Dagger of Amon Ra, Laura 
learns of both the pearls of New York 
society and the perils of New York’s 
street life. The game begins with a free- 
running animated introduction that sets 
up a side plot, the main plot and the ini- 
tial suspect. Of course, nothing in a ’20s 
era (or any era) murder mystery is as 
simple as it seems. So, by the time Laura 
arrives in NY, experiences a classic NY 
welcome, is given her first reporting as- 
signment and meets one of her rivals, 
the gamer is ready for what proves to be 
a serpentine plot. 

Rich in historical allusion to the time 
period being portrayed, the central plot 
hinges on an Egyptian artifact (it doesn’t 
take much of a guess to figure out which 
one) which has been stolen from a new 
museum exhibition. The discoverer of the 
artifact is Rppin Carter (Howard Carter’s 
smarter brother?). At another time, Laura 
may find the autograph of up and com- 
ing minor league baseball star. Bob Ruth 
(the Bobbino?). As Balfour told CGW, 
“There seem to be a lot of famous 
‘brothers’ in this game." 

Not only does the game hint at per- 
sonalities from the era, beyond the dis- 
coverer of Tut’s tomb and the future 
home-run king, but it also offers the ex- 
pected ambience associated with the 
time period. One finds flappers at the 
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SUPREMACY 

★ ★★★★ 

Challenge of the 
New World Order 

Meet the challenge of the new world 
order - where the threats are global 
and the struggle endless. 

You lead one of the world's six 
superpower blocks to its rightful des- 
tiny - world domination. Shrewdly use 
your diplomatic skills to mislead foes 
and to keep allies loyal. 

Plan and prepare for war. Flex your 
economic muscle by building armies 
and novies, then make airborne and 
amphibious assaults on distant lands. 
By word and by deed your reputation 
will spreod across the globe. 

There is danger however - nukes - 
they cast the chill of the Cold War. Soon 
the world becomes a nuclear mine field 
- be careful where you tread. 



Supremacy is available at better bobby 
and game stores througbout the USA. 


To order the Supremacy board gome send 
$44.95 plus $3.00 shipping and handling to: 

$upremacy Games Inc., 135 Statler Towers, 
Buffalo NY 14202 

My Cheque □ or Money Order □ is enclosed. 
Pleose Print 


Name 



Address 



City 

Stote/Provinte 


Country 

Zip/Postal Code 


PlBa$e ollow 2 to 4 weeks for delivery. 



local speakeasy, clever (but intentionally 
limited) dialects, beautiful costumes and 
art deco interiors. There is also a fascina- 
tion with foreign and exotic persons and 
items, as would be appropriate to the 
post-war era of expatriate citizens (Fitz- 
gerald, Hemingway, Miller, Stein et ai). 

Fresh Interface and a Will- 
ing Espirit 

CGWs early look at The Dagger of 
Amon Ra, as well as King's Quest VI 
and Quest for Glory 3, offers consider- 
able evidence that Sierra has overcome 
the most oft-sounded complaint about 
the new interface. According to Roberta, 
the first three titles ail had the same draw- 
back. Roberta, AI Lowe (Leisure Suit 
Larry V) and Jim Walls (Police Quest 3) 
were so used to designing games for a 
parser that, even though they thought 
they had considered all the design im- 
plications, the games turned out to be 
too easy and too short. As Roberta ob- 
served, “King's Quest V was really 
linear. You pick up lots of objects and 
put them in different places. There were 
a couple of timing puzzles, but that was 
basically it." In a later discussion, she 
elaborated further, “We’ve looked back 
at the first three parserless games and 
noticed that there are entirely too many 
cartoon sequences that just run on and 
on. We aren’t comfortable with simply 
providing computerized movies.” 

In The Dagger of Amon Ra, Laura 
uses a notebook interface to communi- 
cate with suspects, acquaintances and in- 
formers. The notebook is divided, for 
easy reference, into persons, places, 
things and miscellaneous. The notebook 
is dynamic (adding new entries without 
any effort from the player whenever new 
names, items or locales are mentioned in 
the dialogue) and allows Laura to ask 
any character in the game about any- 
thing of which she is aware to that point. 
Even mundane encounters with minor 
characters become potentially rich in this 
type of environment. 

Beyond the notebook interface, a wor- 
thy addition to the tools of parserless 
games, the game features familiar icons 
in the command line, in keeping with the 
atmosphere of the game, however, the 
icons have been made to look like Egyp- 
tian hieroglyphics. Egyptian 
hieroglyphics play an important role in 
solving the mystery, too. At one point in 
the game, the player can use the charac- 
ters stored in the notebook to solve puz- 
zles. Apparently, Sierra gamers are 
ready for this kind of challenge because 
the company received 7,500 responses 


to a contest in their promotional 
magazine which used hieroglyphics, com- 
pared to under 2,000 responses for a 
more typical promotional contest. 

Besides the Egyptian aspects. The Dag- 
ger of Amon Ra boasts some other fresh 
looks. Programmer Jack Magne has 
developed a scaling technique that will 
be used in all the upcoming Sierra ad- 
ventures. The technique allows for more 
realistic images at more than the in- 
dustry standard three sizes. Instead, im- 
ages smoothly shrink and enlarge using 
a distance formula calculated on the fly 
from a vanishing point. 

Sierra’s artists are also becoming more 
versatile in the way they combine various 
techniques. The current bag of tricks in- 
volves; painted/scanned backgrounds, 
scanned/painted pencil animations, rotos- 
coping and stop>-motion. With the new 
scaling and art techniques. The Dagger 
of Amon Ra features plenty of new 
looks. One impressive screen shows a 
close-up of the main characters from the 
murderer’s perspective. Most interesting- 
ly, the murderer is crawling up the inside 
of a dinosaur at the time and the charac- 
ters are framed by the sharp teeth of the 
carnivore. Another special effect takes 
place when the characters light a lantern. 
The screen is dark, then illuminates a 
shaft (replete with its own hieroglyphics) 
slanted diagonally upward from the bot- 
tom left-hand corner of the screen to the 
top right-hand comer. In addition, the 
Sierra toolset now includes a “magnifica- 
tion” routine that allows the artists to dis- 
play portions of the screen as though 
one were looking through a magnifying 
glass. Amiga owners may remember the 
effect from Cinemaware’s classic Sin- 
bad game. CD-ROM gamers would know 
the effect from ICOM’s Sherlock. In 
short, the games are getting prettier and 
The Dagger of Amon Ra is no exception. 

Will Laura Bow Make Good? 

Laura Bow II — The Dagger of Amon 
Ra looks like the kind of game that will 
be campy, funny, challenging, satisfying 
and, above all, entertaining. One wonders 
if the game will be more or less success- 
ful with a male-dominated design team 
and more control-oriented puzzles. Will 
women still like to play it? Will it get the 
original The Colonel's Bequest players 
plus some new ones? Ironically, both 
Roberta Williams and Bruce Balfour must 
be wondering how Laura is going to do 
in the big city. All the elements for suc- 
cess are certainly present, but it remains 
for the community of gamers to decide if 
she’s got It. caw 
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SOUNDRUNNER 
GIVES STEREO TO 
YOUR COMPUTER.. 


CMte /4iij(Ae! 


• It is a PLUG-IN sound board 
for your IBM-PC/XT, AT & 
compatible computer. That's 
conquering thefinalfrontier 
of truiy realistic ear-blasting 
sound. 

• Buiit-inMiCROamplifierwith 
volume control & audio out- 
put that can drive head- 
phones or any kind of 
speaker system. 

• Fuily compatible withAD-LiB 
synthesizer card. 

• Easy to instali and no soft- 
ware set up required. 

• Can run over 100 PC games. 

• 3" SONY SRS-7 speaker sys- 
tem included. 

• FCC Class B Computing De- 
vice certified. 




DEALER S & DISTRIBUTOR'S INQUIRIES ARE WELCOME 


CALL US TODAY! Order Hot Line 

1 - 800 - 745-8868 

Technical Information: 1-800-676-8828 

Hours: M-F 8:30AM - 5:30PM, SAT 1 0:00AM - 3:00PM PST 


PC Turbo Corp. 

220 S. 5TH AVE. 

LA PUENTA, CA 91746 

TEL: (818) 855-5666 
FAX: (818) 855-5660 

Circle Reader Service #67 
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Industry News 



• Roberta Williams’ Scary Tales will be 
the first CD-only product from Sierra. Ac- 
cording to Roberta, it will feature 640 x 
400 resoluUon, real actors, photo-realistic 
backgrounds, full speech and full sound- 
track, replete with eerie sound effects. 

# Legend will soon unveil the third 
product in Steve Meretzky’s comedy ad- 
venture series. Spellcasting 301: Spring 
Break. Why are we not surprised that 
most of the action takes place at Port 
Naughtytale? 

• Task Force 1 942, a simulation/war- 
game featuring tactical naval action, is 
currently under development at Micro- 
prose. Admiral William P. Mack (ret.) of 
Seventh Fleet fame is consulting on the 
project. A “slide show” can be down- 
loaded from the CEnie network for those 
who want to see how some of the 
screens will look. 

# Villa Crespo Software is working 
on a budget line of products called the 


Coffee Break Series. These are expected 
to be smaller versions of some of their 
premium games. At $12.95 (suggested 
retail price), the games will not have all 
the “bells and whistles” of the company's 
front-line games, but we know they will 
be great-playing games. 

• Comedy may be king in the fall. In 
addition to Spellcasting 301 , Legend is 
hard at work on Eric the Unready — a 
comic fantasy saga about the “unluckiest 
hero in the kingdom.” On a slightly more 
modern front. Sierra’s Al Lowe is 
believed to be working on a “Blazing Sad- 
dles”-style comedy-western project. No, 
the working title is not going to be 
Leisure Suit Bartender. 

• Those of us anxious to enter the CD- 
ROM gaming world on a budget hope 
that Sega’s limited success in marketing 
the CD-ROM in Japan (our sources indi- 
cate sales of only 80,000 units since the 
late 1991 launch) will not delay the (J.S. 
launch. Only one product in Japan 


seems to really use the capabilities of the 
hardware, but several (J.S. companies 
are planning to insure that this isn’t the 
case in the (J.S. CCW recently saw some 
of the work being done on Sega CD 
products at Sierra. Corey Cole, co-desig- 
ner of the Quest for Glory series, is cur- 
rently working on Sega CD-ROM 
projects. Adventures of Willy Beamish 
and King's Quest V are expected to be 
the first two out of the gate for Siei^ 
ra/Dynamix. 

• For those wondering what Jeff Tun- 
nell, former president of Dynamix, is up 
to, our spies tell us that his group (still 
working with Dynamix) is planning to 
publish a screen-saver for Windows 3.1 
called The Castaway. It is a delightful on- 
line cartoon in which a little guy 
marooned on a desert island wanders all 
about the island, breaking out fishing 
gear, throwing coconuts at passing ships, 
putting notes in bottles, etc. 

• Rnally, for those who never got the 
word: Quest for Glory 3 will take place 
in darkest Africa. The creative team has 
really come together and they are happy 
with this one. ccw 
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The only PC Sound Card you will ever need! Fully AdLib, 
Sound Blaster, Disney Sound Source and Covox Speech 
Thing compatible! 

The only Sound Card that supports 4 sound standards to 
run the largest software library! 

Simply plug it into your PC and get the faix>ut experience of 
out-oMhis-world sound quality! Using SMT, you have the 
best in quality & reliability. 


Galactic Features 

• Sound Blaster. AdLib, Covox Speech Thing 
& Disney Sound Source Compatible 

• 1 1 independent channels of FM sound 

• DAC for digitized voice output 

• ADC for voice recording 

• MIDI Interface 

• CD-ROM Interface 

• 4 Watts power amplifier 

• Game Port 


• Complies with Microsoft Multimedia Level 1 

• Bundled Software 

- Monologue 
-Galaxy Master 

- Band-ln-A-Box 

- NotePlay 

- Play it By Ear 

- Utilities 

• Free Speakers 




Manufactured By: 

AZTECH SYSTEMS PTE LTD (A member of AVS Group) 31 Ubi 
Road 1 , AVS Building. Singapore 1 440. Tel: (65) 7417211 
Fax: (65)74 1 8678/9 Tlx; RS 36560 AZTECH 

International Offices: 

Germany AZTECH SYSTEMS GmbH Rm 4 .7 1 • 4.74 /Vsia 
Pacific Center, Birkenstrasse 1 5, 2800 Bremen 1 . Federal 
Republic of Germany. 

Tel: (042 1 1 1 690843/4 Fax: (042 1 1 1 690845 
Tlx: 245670AZTEC-D 

Malaysia; AZ-TECHNOLOGY SDN BHD 22-1 Jalan 1 4/22 
Right Angle, 46 1 00 Petaling Jaya Selangor Malaysia 
Tel; (03) 756341 1 Fax: (03) 7561 163 
America: AZTECH LABS Inc 


SmThe Latest 
Sound Galaxy NX Pro! 


Sound Blaster, AdLib, Disney Sound Source 
and Covox Speech Thing Compatible! 


Support the largest library of multimedia, education, presentation, entertainment and productivity software under DOS and Windows environment. 
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Laura Bow is back, trapped 
in an imposing museum... 


...surrounded by sociaiites, 
miscreants, thieves... 


and a coid-blooded kiiler! 


finishes you'’ 


SIERRA 


SUGGESTED PRICE: $69.95. TO ORDER, CALL 1-800-326-6654 
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Industry News 


Consiumer ^ofttuare anb 
tl^e iHasfsi CrujSatre 

Reflections on the Spring Symposium of 
the Software Publishers Association 



I t is very likely that the average CGW 
reader would prefer that the space al- 
lotted to articles on the Spring Sym- 
posia and Fall Conferences of the 
Software Publishers Association be 
used for reviews or strategy articles on a 
computer game (any computer game). 

It is, however, just as true that there are 
many CGW readers who, like the 
editorial staff, feel that the panels and 
speeches given at industry events are sig- 
nificant enough to give them insight on 
where the entertainment software busi- 
ness is going and how that direction will 
affect them. Frankly, there are plenty of 
different directions the movers, shakers, 
bean counters, litigators and entrepre- 
neurs can take this fascinating technol- 
ogy we call interactive entertainment and 
some of these directions do not bode 
well for computer gaming enthusiasts. 

The Search for the Holy 
Grail 

For the years that CGW has been in- 
volved with the Software Publishers As- 
sociation (SPA), there has always been 
a longing for the holy grail of becoming 
a mass media. The financial wizards and 


marketing myth-makers (with the topspin 
and backspin associated with both levels 
of executives) responsible for keeping 
software publishers “in the black” and 
growing (at the best) or surviving (at the 
worst) have long been on a quest for the 
ethereal glory associated with, and the 
tangible rewards to be gleaned from, the 
capacity of reaching the masses with 
their computer games. These evangelists 
of the electronic playground lust in their 
hearts over potential revenues equivalent 
to the television, film or recording in- 
dustries. Yet the panel on the “State of 
the Consumer Software Industry,” 
moderated by Keith Ferrell of Omni 
magazine fame, only managed to put the 
grail of an entertainment software mass 
market in the spotlight. It did not help 
software publishers get enough grime off 
that grail to shine it up and see what it 
really looks like. 

Most mass media, whether it is filmed 
(or videotap)ed), recorded or printed enter- 
tainment is basically two-tiered. In filmed 
entertainment, there is a difference be- 
tween the box office, network television, 
cable television and the video rental 
store. For reaching the customer at the 
lx)X office, motion picture executives will 


op)en their checkbooks to provide “state 
of the art” special effects for first-run fea- 
ture films. Neither a network nor a cable 
executive would be as likely to approve 
such effects for a “made for TV” movie. 
Both are viable markets, but the tech- 
nological entry level is different. Ukewise, 
in the print media, there are hardcover, 
trade paperback and mass paperback 
markets. A book that premiers in 
hardcover is much more likely to have 
advertising and promotion attached to its 
release than either type of pap>erback. 

Yet many more mass pap>erback copies 
of certain titles sell than the same titles 
rang up in hardbound. 

CIp untii this conference, most execu- 
tives in the software industry looked at 
the film and television metaphors, as well 
as the mass paperback example, as the 
type of numbers that would enable them 
to generate optimal revenue and, possib- 
ly, have maximum control of their 
products. Yet, these same executives 
wanted to be able to produce the flashy 
new high-tech products that gain both 
the industry’s and the consumer’s atten- 
tion. They longed for the time when the 
channel of distribution would give them 
the same type of installed base as that of 
the multiple channels of distribution avail- 
able to other entertainment industries. 

At this conference, Mark Goldstein of 
Reality Technologies (developers of 
WealthBuilder and other personal 
finance programs, as well as the CEO 
game on the Prodigy service) suggested 
that the channel had become channels 
of distribution. He cited the existence of 
good lists of computer-literate con- 
sumers, proliferation of more general 
venues (Price Club, Sears), on-line order- 
ing through commercial networks and In- 
crease of superstores as providing new 
opportunities to reach customers. “Our 
dream,” he elaborated, “is that in three 
years, the rc will become just another 
stereo component.” 

Gerry Blair (Vice-President of Marketing 
at Microprose) expanded upon the pos- 
sibilities cited by Goldstein when he ob- 
served that OEM possibilities (in this 
sense, this usually means bundling 
software with hardware purchases) were 
becoming more prevalent and allowed 
entertainment software publishers to get 
their products before new groups of 
potential customers. He predicted that 
the bundling strategy would become 
even more Important in the future as part 
of a multi-focused approach to reaching 
new customers. 

Both executives mereiy mentioned the 
additional opportunities, but the implica- 
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tions of these new opportunities were not 
lost on the audience. During the question 
and answer period, concerned developers 
and publishers asked if the new oppor- 
tunities would cause companies to offer 
"cut-down" versions of their products. 
Goldstein replied with a resounding “Mo!” 
Blair explained that the mass market op- 
portunity would require better life-cycle 
management of products. He noted that 
games that have begun to slow in sales 
in the premium channel may be revital- 
ized at lower prices in the mass-market 
channel. Though he did not draw the 
print publishing analogy, his point might 
well have been illustrated by the fact that 
today’s best-selling hardcover may well 
be next year’s best-selling paperback. 

Following on those lines, an audience 
member asked the panel if “watering 
down” the product included packaging. 
The consensus of the panel seemed to 
be that mass market editions and OEM 
versions would not have the same type 
of documentation and packaging as the 
first-release product. None of the 
panelists wanted to advocate partial 
programs as being the answer for reach- 
ing the price points necessary to reach 
mass market audiences. 

Annette Schofield of LivlngSoft, Inc. 
challenged the audience to search for al- 
ternative products and alternative 
markets. Schofield’s company publishes 
a program called Dress Shop that 
enables users to modify dress patterns 
on the computer and print them out. She 
noted how few computer products 
seemed to be designed with women in 
mind. A representative of ICOM noted 
that 30% of their customers were women 
and a Maxis executive suggested that 
their registrations indicated about 10% 
women in their customer base. Blair ob- 
served that Microprose’s audience was 
predominantly 2345 year old males. 

Perhaps the most hopeful observation 
for gamers during this panel was that 
Microprose is becoming increasingly 
aware of the ImfXJitance of modem play. 
“We believe,” Blair affirmed, ” that 
modem play is an important feature for 
real gamers. Mac gamers want to play 
IBM gamers.” The comment offers hope 
to gamers who are just beginning to dis- 
cover the joys of connectability and im- 
plies that there may be a future oppor- 
tunity for software being bundled with 
modems in the near future. 

Video Gaines — Are We 
Having Fun, Yet? 

Of course, the irony of the mass 
market grail may be seen In the fact that 


entertainment software companies haoe 
a mass market in the video game world. 
Indeed, entertainment software publishers 
have been very successful in licensing or 
publishing their successful floppy-based 
products on the 16-bit cartridge platforms. 

In a very real sense, Ed Thomas (a 
senior buyer for Waldensoft) made this 
clear when he described the different 
audiences for computer platforms. The 
personal computer, he observed, appeals 
to older, more affluent players. They ap- 
plaud more innovation and variety in 
their games and can get mature subject 
matter that is not currently available on 
video game machines. Further, the 8-bit 
videogamer requires familiarity in theme 
and presentation. They buy the same 
style of game over and over. Now, with 
the 16-bit platforms, an older audience 
that enjoys more intricate game play has 
arrived and the audience is expected to 
exp>and when the CD-ROM drives reach 
the consumer level. 



Dare we suggest that personal com- 
puter games are analogous to 
hardcovers, 16-bit videogames to paper- 
backs and 8-bit videogames to books in 
a formula-based series (i.e. romance 
novels and pulp adventures)? Jeff Braun 
of Maxis believes that the industry’s prob- 
lem is that it has focused on the CD- 
ROM media and platforms instead of con- 
sidering the content and technology that 
really distinguishes a product. He 
believes that the key to reaching a larger 
market with all interactive media (CD- 
ROM, personal computers and 
videogames) is to try to come up with 
software that no one has expected. 
Braun’s appeal to quality closed with a 
quotation from Bill Harrah of the success- 
ful casino chain, “You just give people 
quality and they recognize it.” 

It may well be that the so-called “holy 
grail” of the mass media has been right 
in front of the entertainment software in- 
dustry all along. Quality may very well 
be the determining factor in success. Cer- 


tainly GamePro’s John Rousseau did 
nothing to dispel that contention when he 
observed that the caliber of movie games 
(i.e. games based on motion picture licen- 
ses) had been lousy in the last few years, 
so most of his readers would not buy 
them anymore. Diane Drosnes’ (Director 
of Licensing, SEGA of America) presen- 
tation almost immediately followed up 
Rousseau’s comment with the caveat 
that movie licenses are a “crapshoot.” 

She underlined the fact that a license can 
bring attention to a game, generate addi- 
tional publicity and offer promotional op- 
portunities, but observed that it con- 
tributes to a higher price and cost of 
goods without guaranteeing the success 
of a game. It remained unsaid that the 
game would eventually determine its 
own level of success. 

Drosnes’ presentation underscored the 
changing nature of licensed entertain- 
ment, however. Her list of questions high- 
lighted the close relationship between 
film products and licensed game in a 
new era of intermedia (multimedia): “Can 
you tie in the licensing fees [for a film 
license] with box office performance?” 
“Will you be able to use the stars’ like- 
nesses?” “Will the music be part of the 
license or require a separate negotia- 
tion?” “Will you be able to use film clips 
[both in the game and as part of promo- 
tion] for your game?” “Will you have ac- 
cess to the sets for shooting footage for 
backgrounds?” “Will there be oppor- 
tunities for cross-promotion?” and “Will 
the film distributor include the game in 
the ads for the film?” Such questions indi- 
cate a growing and more sophisticated 
market with new design and marketing 
challenges. Certainly, licensed products 
close the gap between that ephemeral 
“mass market” that software publishers 
long to reach and their traditional 
market. How successful publishers are 
going to be in reaching that “mass 
market” may well depend on the answers 
to such questions. 

Shining the Qraii 

The new opportunities in marketing 
channels and additional platforms go a 
considerable way toward assisting 
software publishers in their ongoing 
quest for the holy grail of “mass market” 
sales. The gaming community must 
hope, however, that in grasping for that 
broader market, the publishers do not for- 
get their existing kingdom — the realm of 
early adopters, dedicated gamers and 
sophisticated consumers. CGW predicts 
that this year’s SPA Spring Sym- 
posium will not offer the last discussions 
on this quest for the holy grail, caw 
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NCE UPON A TIME 

Computer gaming in days gone by 


I t’s time once again to sit back and take a nostalgic tour of 
computer gaming in days gone by, as seen through the pages 
of the oldest computer gaming magazine in the world: Com- 
puter Gaming World. In the May-June 1982 issue of CGW, we 
reviewed what would become one of the classic computer games 
of all time. We said: 

Wizardry: The Proving Grounds of the Mad Overlord 

is a game of epic proportions comprising nearly 14,000 
lines of code on both sides of a diskette. The brainchild of 
Andrew Greenberg and Robert Woodhead, Wizardry is the 
culmination of nearly two and a half man-years of inten- 
sive effort. The original Wizardry program was written in 
BASIC, which proved too slow to make the game a viable 
product The game was rewritten in Pascal but was 
delayed until the release of a runtime Pascal system 
which would allow the game to be played on Apples 
without language systems. The final result is a game 
which is superbly play- 
able but with enough 
variation and complexity 
to whet the appetite of 
the most discriminating 
adventurer. 

Compared with other 
games of the time, Wizardry 
was indeed a large game. 

Most games of the day took 
a man-year or less to pro- 
gram. However, most top-sell- 
ing computer games these 
days have 6 to 8 man-years 
of development in them. Up 
to twelve people worked on 
Wizardry VII (Crusaders of 
the Dark Savant) for 18 
months. The 14,000 lines of 
code in Proving Grounds 
produced a game of 10 dun- 
geon levels. If Wizardry Vll 
had been done in the same 
manner, the volume of code 
would have translated to 240 
Proving Ground levelsl 

in conclusion the author 
made the bold assertion: 

I would rate Wizardry as 
one of the all-time classic 
computer games. It sets 
the standard by which all 
fantasy role playing 
games should be com- 
pared. In the years to come, if there is ever a Gaming Hall 
of Fame, Wizardry receives my vote as the first entry into 
its hallowed halls. ” 

Indeed, when the Computer Gaming World Hall of Fame was 
instituted in May 1988, Wizardry was one of the original nine in- 
ductees. 


the buying public, responds to this huge and expensive 
game ($99.95). 

The judgment of time is that Time Zone was indeed a landmark 
game, but it did not become a classic in the Wizardry sense. 

In the June-July 1987 issue of CGW (#38), King’s Quest ill (To 
Heir is Human) and Bard’s Tale 11 (The Destiny Knight), among 
others, were reviewed. 

In a company report on Activision, Charles Ardai revealed an in- 
teresting rumor. He said: 

Activision, it seems, is working on a Neuromancer com- 
puter game, which will probably feature art by Peter Max, 
an original soundtrack by Devo, backing by Timothy 
Leary and promotion by celebrities such as Grace Jones. 
Certainly, this is a program worth waiting for. Will it be a 
good game, however? That, in the end, is the question Ac- 
tivision must face. 
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Well, sort of. 

The game did get made, 
but by an Activision/Media- 
genic affiliate: Interplay 
Productions. And it was good 
enough to receive the 1 989 
Computer Gaming World 
Adventure Game of the 
Year award. 

In the same issue Scorpia 
did a think piece on the state 
of the art in computer 
games. Five years ago she 
said: 

We stand now in the 
dawn of the 1 6-bit com- 
puter [Ed. note: she means 
computer here, not 
cartridge machine]. These 
are the machines of the fu- 
ture. With their superior 
graphics and huge 
amounts of memory, the 
possibilities for the CRPG 
are enormous. If Lord 
British can do so much 
with 64K, what is the 
potential with 256K or 
512K or more? The 
prospect is truly mind-bog- 
gling. 


Think of what could be 
done: monsters you can converse with, and perhaps out- 
wit without having to draw your sword; NPCs who join 
your party, who have definite personalities of their own, 
and behave like real people. A world that changes in 
response to your actions, for better or worse, throughout 
the game. The list is almost endless. 


In that same issue, ten years ago, CGW interviewed Roberta Wil- 
liams concerning her latest design: Time Zone. We said: 

At six two-sided disks. Time Zone is easily the largest 
game available. A game of this magnitude must, because 
of sheer size alone, become a landmark in the computer 
gaming hobby. As to whether the game becomes more 
than a landmark (i.e. a “watershed game" or "classic") 
remains to be seen. It will be interesting to see how you. 


With ait this additional memory, the question is: will the 
game designers and programmers work on enhancing, 
broadening, and refining the personal, or will they follow 
the same old path of hack-and-slash, glossed over with 
prettier graphics and nicer sound effects? Only time will 
tell. 

it sort of sounds like something Scorpia would write in 1992, 
doesn’t it? caw 
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A Great War. 

A Lost Paradise. 
An Epic Adventure 


The Quest For Earth Begins. 


The best in entertainment .software, 


Star Control II is a trademark of Accolade, Inc 
c 1992 Accolade. Inc. All rights reserved. 



International Viewpoint 


Orient Impressed 


CGW’s Editor Gets an International Education 


by Johnny L Wilson 




T he “ubiquitous they” tend 
to mouth cliches such as 
“Travel is broadening!” This 
can be frightening when one’s 
physique is, as in this editor’s 
case, already as wide as the 
whales one joins Greenpeace to 
rescue. It can also be frightening 
when, again in this editor’s case, 
one tends to already be so 
“broad-minded” that he is ac- 
cused of setting a wide mental 
spinnaker to try to catch any gist 
of an idea. Indeed, some have 
claimed he latches onto these 
zephyr-like ideas in order to 
nudge the bow of his arguments 
ahead of the competition without 
actually having to worry about 
the precise direction in which the iogical 
finish line lies. 

So, it should come as a pleasant 
surprise to the readers of this magazine 
that, during a recent tour of companies 
in the Japanese and Taiwanese entertain- 
ment software industry, this jaded jour- 
nalist had all his presuppositions about 
Japan and Taiwan turned on end. He 
learned that, in many cases, the 
presumed finish line of his presupposi- 
tions was more like the starting line of 
reality. 

Global Myth #1: Mearly every 
Japanese household has a personal com- 
puter. 

More Accurate Observation #1: hot 

very many Japanese homes actually 
have personal computers. Apple 
believes that it is making great inroads in 
the p>ersonal computer market because 
they have a user base of over 200,000 
color Macintosh computers in the 
market. Mr. Yoichi Erikawa, President 
and CEO of Koei Corporation agrees 
that the Macintosh is growing at a fast 
pace in Japan, but observes that most 
are being used in businesses for pur- 
poses of desktop publishing. He does not 
perceive the Mac as necessarily winning 
the battie of the home. Apple may be 
able to do so, however, as this editor saw 


Macintosh LCs on sale in Akihabara, the 
major electronics district in Tokyo, for 
the same price he had paid for an LC in 
the G.S. prior to Apple’s last round of 
price cuts (see picture on page 28). 

On the DOS side, the NEC 9801 com- 
puter handles Japanese text (Kanji) char- 
acters via ROM and is considerably more 
expensive than IBM clones in the United 
States. Many software developers in 
Japan long for the days when such an ex- 
pensive proposition will be superseded 
by DOS V, a powerful new operating sys- 
tem that can handie Japanese characters 
through software solutions and allows 


Hello Kitty!, a licensed game on a dedicated 
word processor platform. 


users to put Japanese software 
on more standardized MS-DOS 
clones. DOS V is also supposed 
to be W/ndou)s-compatible in 
the long run and will be able to 
support desktop publishing 
(which the 9801 has not been 
able to accomplish). Several in- 
dustry observers hope DOS V 
will make personal computers 
more accessible by bringing 
costs down, but note that the 
DOS V standard is being advo- 
cated by hardware manufac- 
turers that lost out to NEC in an 
earlier battle for a standard. 

In the meantime, while 
John(ny) Scully(seed) is plant- 
ing Apples in the land of the 
rising sun and DOS V tries to win its “vic- 
tory,” there are millions of videogame 
consoles to be supported. Nintendo’s 
SuperFamicom (i.e. Super Nintendo) 
gets serious attention in Japan. More 
than a half-dozen magazines cover the 
platform, as well as NEC’s PC Engine 
(i.e. Turbo-Grafx 16) and Sega’s Mega- 
Driue (i.e. Genesis). 

One really fascinating discovery for this 
editor was that there are so many dedi- 
cated word processors in Japan that com- 
panies like ASCII Software are convert- 
ing computer games, complete with 
graphics, to the word processor format. 
We saw word processor versions of 
Activision’s original Shanghai and a 
Heilo Kitty! game in progress (pictured). 

Global Myth #2: Anything American 
will sell in the Japanese market. 

More Accurate Observation #2: Al- 
though SimCity was a phenomenal suc- 
cess in Japan, SimEarth on the Super- 
Famicom has left most Japanese 
gamers cold. The software toy idea just 
does not seem to translate very well to 
the Japanese market. Koei’s strategy 
games sell extremely well on the con- 
soles, but they are the exception rather 
than the rule. Instead, there is a heavy ac- 
tion orientation to the Japanese market. 
Videogames which emulate the fast-scroll- 


A shrine in the main lobby of Koei Corporation headquarters. 


Page 26 


Computer Gaming World 



First We Ga/e 
Over 1 Million People 
A Test Drive 


Now We’d Like To Give 
Them Heart Failure. 


Accolade established itself as the world’s #1 producer of 
driving simulations long before the “wannabees” learned to 
use a clutch. 

And we’re still on the pole position. This time with a game 
that not only impresses our own demanding customers, but 
the toughest critics in motorsports; the editors of Road & 
Track' magazine. 

Road S Track Presents Grand Prix Unlimited" is true to 
the Accolade racing heritage; a perfect composite of uncom- 
promising authenticity and drop dead excitement. 

Race five real Formula One cars -including Williams- 




Renault, McLaren-ffonda and Ferrari; each with exacting per- 
formance characterisfics. Blast through fair and foul weather 
on 16 Grand Prix courses from around the globe. Model new 
courses after Grand Prix circuits of the past, present and 
future with the Unlimited Architect — an exclusive feature that 
allows you to create any number of course designs. 

The new gold standard in racing -floadS Track Presents 
Grand Prix Unlimited. But then, what else would you expect 
from a company with a proven track record ? 

To order, visit your favorite software retailer or call 
1-800-245-7744. 



The best in entertainment software.” 


Actual game screens from IBM PC VGA version. Other versions may vary. Road & Track is a registered trademark of Flachette Magazines Inc, used under license by Accolade, Inc. Grand Prix 
Unlimited is a trademark of Accolade, Inc. All other product and corporate names are trademarks and registered trademarks of their respective owners. © 1992 Accolade, Inc, All rights reserved. 
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Macintoshes on sale in Akihabara. 

ing action, bright color palettes and loud 
soundtracks of the coin-op arcades 
(which are still flourishing in every major 
neighborhood, usually multi-storied) 
seem most successful. As Activision’s 
Bill Swartz joked (when walking by a coin- 
op arcade in Shinjuku where young 
adolescent males were physically kick- 
boxing with a custom coin-op game), 
"You’re not in Kansas anymore.” Actual- 
ly, Japanese journalists were rather disap- 
pointed with CGWs editor because of his 


provincial preference for strategy 
games over challenging action games. 

Qiobai Myth #3: The Japanese 
don’t really care what Americans 
think. 


More Accurate Observation #3: 

On the contrary, Sega takes into con- 
sideration the American market when- 
ever they are making acquisition 
decisions for third-party or licensed 
products. Some products that might 
have been perfectly acceptable in the 
Japanese context have been rejected 
because they could not be sold in 
the American market. 


Indeed, Koei thought that they 
might be focusing too narrowly on 
Chinese and Japanese history with 
their games. So, in addition to the 
recently released L’Empereur, the 
company plans to release Liberty or 
Death and PTO — Paciftc Theatre of 
Operations in the U.S. during Novem- 
ber of 1992. 


Global Myth #4: Taiwan is a 
smaller personal computer market 
than Japan. 


More Accurate Observation #4: 

Taiwan alone has more than one million 
personal computers. With 30% of these 
computers in the home, this represents a 
significantly larger penetration of com- 
puters per household than is found in 
Japan. Though most computer games 
sell under 10,000 units in Hong Kong 
and Taiwan combined, the Chinese-speak- 
ing market is still a significant market. In 
addition to computer games, the health 
of the hobby in Taiwan may be seen by 
the fact that the Chinese version of Com- 


The staff of Chinese CGW. 


The ULTIOflilTE Play-By-Mail Offer 

FLAGSHIP magazine, with Ark Royal Games, Deltax Gaming, Flying Buffalo Inc, Graaf Simulations, Inner 
Dimensions, Rolling Thunder Games Inc and Twin Engine Gaming, is proud to make what may be the most 
exciting offer in PBM history. For $19.99, we’ll give you 

(a) A four-issue trial subscription to FLAGSHIP, PBM’s leading international magazine, with 56 pages each 
issue packed with news, reviews, and uncensored player comments. Every issue includes a sheet of 
discount coupons worth many times the cost of the magazine. 

(b) A coupon entitling you to $20 value of rules and/or turns in any of these games: Adventurer Kings, 
Continental Rails, Domination, El Mythico, Feudal Lords, Out Time Days, Shadow Lords, Sirius Command, 
Space Combat, Starquest, Starweb, Subterrania, Victory!, World Emperor II and Warriors & Wizards. You 
choose where you want to use the coupon: to help you, we will include an impartial description of each of 
them! The only condition is that you’ve not played with that particular gamemaster before. 

Last but not least, if you are disappointed with the first FLAGSHIP you receive, let us know within one month 
and we’ll refund you the entire $1 9.99 by return. No handling fee, no requirement to return anything - yes, 
you can still use the coupon. 

To try it, send $19.99 to FLAGSHIP, CGW special offer, PO Box 3086, Ashland, OR 97520 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 
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If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. □ Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. □ With GEnie, the possibilities are endless, the 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. □ Sign up now: I. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99320, Stellar 
then press RETURN 4. Have a major credit card or your 
checking account number ready, n For more information 
in the U.S. or Canada, call 1-800-638-9636. 



AIR WARRIOR- i 

'OB 


MULTIPLAYER BATTLETECH" 


STELLAR EMPEROR" 


tor[)oration 

Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPla)^er BattleTech is a trademark and 


GEnie. 

multi-player games 

100% ORGANIC OPPONENTS 
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MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
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Edit Background screen 


Retine each hale with “Ptot & Play.”h.!e the bunkers 
in unfair positions? Don't wait untii your course design is 
compieted to find out - piay the hole instantiy, while 
design is in progress, and feei out its playabiiity. 


True-to-tite batt tiight. Like reai goif, 
club length and loft will determine trajectory and 
distance. A 2 iron will hit long and roll hot, a PW will fly high and 
land soft. And don’t ignore Mother Nature. Wind and terrain can alter ball flight and bounce. 


Classic swing characteristics. I 
The ideal swing for every club 
in the bag. Woods are hit with a 
full turn and the short irons with 
a smooth, three quarter backswing. 

From drives to chips to putts, 
every shot is textbook Nicklaus. 


The only 256 Color VGA Course Designer on the market. 
Another first from Nicklaus. The powerful 256 Color 
VGA Course Designer is the “magic wand of golf'.' Create 
an unlimited number of golf courses in breathtaking color. 


•4 Created by Jack Nicklaus. ^ 

Voted Golfer of the Century. The ^ 
preeminent course architect of our time. 
Signature Edition" is Nicklaus’ third 
golf game and his crowning achievement 
on the computer. “It's the newest, most 
comprehensive game on the market!' 


) Produced in associationwilh Jack Nicklaus Productions. IfK Actual game screens from IBM PC VGA version of Itiegame Other versions may vary Jack Nicklaus GoH and Course Des«nS«nature Edition andthe Golden Bear symbol are trademarksol Golden Bear, Inlemationat C1992 Accolade. Inc All rights reserved 






Compatible with Jack Nickiaus 
Unlimiteil Coif™ Existing courses 
created with Unlimited'” can be 
imported to the Signature Edition'. 


Hear golf’s greatest hits. 
Digitized sound effects 
add to the totai weaith of reaiism. 
The unmisfakabie sound of a forged 
biade cutting the air. The perfect 
"ciick” of a ciub catching the sweet 
spot, it just doesn't get any better 
than this. 


Jack Nicklaij 


Jack Nickiaus’ 256 color masterpiece. Feature rich, with five digifized golfer animations (including the Golden Bear 
himself): aufhentic tour statistics and up to five rounds of tournament play. Tee off 

or computerized opponents, whose 


with friends 
abilities can be altered with the Player Editor. 


'^^U[gy|OOt> 


S IGMATUIeEDITIO 


The all-new 

Jack Nickiaus — 

Signature Edition™ Unprecedented realism combined with unmatched 
playability. Or in the language of the links, "dead solid perfect!' But 
what else would you expect from Jack Nickiaus and Accolade? 
To order, visit your . * r-vi— ™ 

favorite software retailer % ■ ■ « 

or call 1-800-245-7744. 


The fastest screen^ 
redraws. Slow play is the 
bane of golf. Signature 
Edition™ soNes that prob- 
lem with fastest screen 
drawing speeds of any 
comparable golf ga|)e. 


Includes two Nickiaus designed^ 
courses. Create an unlimited number of 
layouts with the 256 Color VGA Course 
Designer or tee oft on two, ready-to- 
play Nickiaus signature courses — 
Sherwood Country Club and English Turn. 


The best in entertainment software. 


Coming this tall for the 
Apple' Macintosh! 
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International Viewpoint 




puter Gaming World sells 15,000 copies 
per month. 

Global Myth #5: All the Taiwanese do 
is pirate software. 

More Accurate Observation #5: 

Taiwanese copyright law is changing. 

This means that even the companies 
which formerly pirated software are going 
to become legitimate in the next few 
years. One of the early leaders in this 


Asia Recording is not sitting idly 
by, however. They have hired Yang 
Ti as the planner for the company’s 
research and development. He has 
just finished working on two original 
titles for Asia. One is a Chinese 
CRPQ With the title Shadow Knights. 
Artist Chang Kuen Yao has created a 
look reminiscent of Might and Magic 
III and utilized an interface similar to 
Times of Lore in order to tell an an- 


cient Chinese legend scripted by Wu 
Chen Yee. A more traditional “occiden- 
tal” CRKj Is also in the works at the 
Taipei studio. 

Global Truth? Computer entertain- 
ment, for all Its differences in taste, cul- 
tures, platforms and expectations, is a 
catalyst in building the global com- 
munity. Playing together is important if 
we are to learn how to get along 
together. This journalist is absolutely con- 
vinced that computer gaming can help 
us understand ourselves and others. 
Here’s hoping that’s positivel caw 


Chang Kuen Yao at his workstation. 


Labels ready to paste on game disks at Asia 
Recording. 


flight to legitimacy was Asia Record- 
ing. Under the leadership of Chin-Po 
Wang (President and CEO) and 
Stephen Wong (editor of Chinese 
CGW), Asia Recording aggressively 
purchased licenses to publish 
legitimate versions of U.S. software 
products in Chinese markets. Such 
licenses have effectively doubled the 
price that gamers pay for computer 
games in Taiwan. With Acer, another 
former pirate company and a rival to 
Asia, entering the field, the bidding is 
sure to escalate and the prices con- 
tinue to increase. What that will 
do to American software sales in 
Chinese-speaking markets 
remains to be seen. 


SOFTWARE CLOSEOUTS 

IBM, AMIGA, APPLE, COMMODORE 64/128, ATARI ST, MAC & MORE 


IBM APPLE C64 AMIGA ST TITLE 


TITLE 

IBM 

APPLE 

C64 

AVALON HILL; 




Darkhorn 

— 

$10 

$10 

Dr. Ruth’s Game of Good Sex 

— 

$10 

$10 

Dfeadnoughts 

— 

$12 

$12 

Guderian 

— 

$10 

$10 

Gulf Strike 

S12 

— 

$1? 

Mission on Thunderhead 

— 

$10 

$10 

NBA Basketball 

$10 

— 

— 

Panzer Jagd 

— 

— 

$12 

Panzers East 

— 

— 

$1? 

Parthian Kings 

— 

$12 

$12 

Computer Stocks & Bonds 

— 

— 

$10 

SuperSunday 

$10 

$10 

$10 

TAC 

— 

$12 

$12 

Telenqard 

$12 

$12 

— 

Tournament Golf 

— 

$19 

$10 

Tsushima 

— 

$10 

$10 

Under Fire 

$12 


$12 

Wootlen.Shins8 Iron Men 





W 

TAITO: 




Arkanoid 



$14 

Arkanoidll 

$14 

S14(gs) 

$14 

Bubble Bobble 

$14 

$14 

$14 

Operation Wolf 

$14 


$14 

Qix 

$14 

$14 

$14 

Rambolll 

$14 


$14 

Rastan 


$14(gs) 

$14 

Renegade 

$14 

$14 

$14 

Sky Shark 

$14 

-- 

$14 

ManyoflheseTaitogamesareavailableforAmigaalsoH 

SIERRA .SPECIALS EOR AMKiA SH). 5()cach 


Ong's Quest 2 or 4. Police Quest 1 

Of 2, Space Quest 2 or 3. 

Gold Rush. Colonel’s Bequest. Leisure Suit Larry 2. Camelot. 

Codename iceman, or Thexder. (others for IBM & MAC alsolll 

KONAMI DEALS f OR IBM/MS LX_)S 


Blades of Steel. Castlevanla, Double Dribble, Metal Gear. 

or Super C. Isome available for C-64 & Amiga. .,call!!!l 

A( ( OI.ADK PREMIUM 1 1 TLES ...S lft.50 each! 


Blue Angels, Cycles, Day of the Viper, Harmony, 

or Grand Prix Circuit. Ititles for Apple 2gs, Amiga & C-64, callll 

KRODl-RhllND. SUPER KAR( 


.Slfi..‘i() caciii 

^iciionary, Dark Heart of Uukrul. Sky Chase, or Galleons of Glory. 

OTHER TITLES FOR APPLE & 

AMIGA!! 


CALL (605) 544-6616 TO CHECK 

FOR 

OTHER ITEMS!! 


GalacticGladiators 

$12 

$10 




Heroes of the Lance 

$19 

.. 

$19 

$19 

$19 

Dragons of Flame 
IstOverGermany 

$19 

$19 


$19 

$19 

$19 

Sons of Liberty 

$19 



— 

— 

Phantasielll 

$14 



$14 

— 

President Elect 

$10 

$10 

$10 

— 

$10 

Questronll 

$16 

$16 


$15 


CountdowntoDoomsday $19 

— 

$19 

$19 


Typhoon of Steel 

$19 

$19 

$19 

$19 

— 

Interceptor 

$19 

— 

— 

$19 

— 

Battles of Napoleon 


$19 

$19 



War of the Lance 

$19 

$19 

$19 



Dragonstrike 

$19 

— 

$19 

$19 


Waterloo 

$19 

— 

— 

$19 

$15 

Hilisfar 

$19 

— 

$19 

$19 

$19 

INTERPLAY: 

James Bond;Stealth... 

$17 



$17 


Neuromancer 

$17 

$17 

$17 

$17 


Dragon Wars 


$1/ 

$1/ 

$17 


Future Wars 

$17 



$1/ 

$17 

Checkmate 

UBI SOFT: 




$17 

$17 

6. A. T. 

$16 


$16 

$16 


IronLord 



$16 

$16 


Night Hunter 

$16 



$16 


Pick n Pile 

$16 


$16 

$16 


ProTennisTourl 

$16 



$16 


Puffy'sSaga 



$16 

$16 



Other titles also available!.. 

ClNb:MA>>Akb. Ul.OWUl 1 KUH 

Air Strike USA. Star Saga II, Defender of the Crown, S.O.I.. 

TV Sports Football -or- Basketball. Oragonlord, Rocketftanger. 

MICRQPflOSOAflGAINS $14.51Leacl) 

StarGlider2, Carrier Command, Weird Dreams, Gunship, F-15. 

MICRQPRQSE SPECIALS FOR CS4/128 SlA^Ceut} 

F15. Hellcat Ace, Spitfire Ace. Pirates!. 3D Pool, Silent Service, 
Netherworld, Stunt Track Racer, Top Gunner, Xenophobe, Destroyer. 


VISA/MC ORDERS CALL TOLL-FREE 

1-800 - 676 - 6616 

Credit Card Orders Only!!!! ($25 minimum) 


COMPSULT 

P.O. BOX 5160 
SAN LUIS OBISPO 
CA 93403-5160 


TO ORDER: Send check or money order including shipping charges of $5 for 
U.S.A., $8 for Canada, $1 Ball others. Californians must include 7.25% sales tax. 
Toreceiveourcompletecatalogofover2,000itemsforallcomputer types, send 
$2 in cash or stamps to the above address. The catalog is FREE with any order. 
Tocheckfor an item not listed here, call (805) 544-6616. 
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Ttae Pr«)rrjieK 
Adoentarre Game 
Joanrial 


DeooteA CO the 
Aduent.ane ^xpenience 


Pnopane Co intea a WoHid op... 
Bxcitement, InCRigcie and AdoencaRe! 

For the past two years, Enchanteb Realrrzs™ has been 
meeting the needs of adventurers worldwide with „ 
timely and informative news, reviews, hints ^ 

and walkthroughs, plus every issue’s disk \ 

of software featuring a wide variety of i 

adventure helps. Nothing else comes | 

close to EncbonceA Realms™ . T\ 

To order a one-year, six-issue , 

subscription, send a check or 'js ir' 

money order for $49.95* ! 

($59.95 Canada and Mexico, i 

$79.95 foreign ainnail) to Digital j 

(216) 582-0910 (9:00-5:00 EST) for 1 

more details. Sample issue $10.00. T 

Please specify the disk format you need 
- Amiga, MS-DOS 3,5" or MS-DOS 5.25". 

* Paymcnl MUST accompany your order, be drawn in U.S. funds on a U.S. bank and be made 
payable lo Digital Expressions. Canadians, please send a postal money order in U.S. funds. 
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DESIGN 

SOFTWARE: 


More Than 
A Game. . . 




Abracadata 


the source of plan-making software 

SINCE 1985 






DESIGN YOUR OWN 


$2 


DESIGN! Sketch a track plan! Unique track- 
laying tools are specially designed to keep 
curves aligned and precise. 


BUILD! Create a colorful setting! Draw build- 
ings, trees, rivers, roads, bridges, circus tents- 
A complete set of drawing tools is included. 


RUN! Make up a train and drive it down the 
tracki Operate track switches. Each train has 
its own controls. But be alert! A crash leaves 
wreckage scattered everywhere! 


GAME! Play Abracadata's interactive Railroad 
Games and solve switching puzzles. Pictured 
above, a scene from Abracadata's new Rail- 
road Game, “Wild West Railroad Robbers." 

To order by mail: Add »7 Shipping first program plus 


each additional. Send VISA/MC # (with exp. date) or check to Abracadata, Ltd.,P.O. Box 2440, Eugene, OR 97402 


DESIGN PRECISION, TO SCALE (HO, N, O, Z, S, G) LAYOUTS 
AND RUN REALISTIC RAILROAD SIMULATIONS 


IBM, 640K $59.95 

Apple 11/Laser 128, 64K $49.95 

To order or receive a FREE Color Catalogue: 

1 - 800 - 451-4871 
( 503 ) 683-1925 


“There are so many options available in 
the design and operation menus that I 
couldn't even begin to describe them 
all. Suffice it to say, you'll find this a 
very complete program. ” 

- Larry Puckett 
Model Railroading, 
December 1991 


true railroad 
coupling, uncoupling, 
switching, revenue tracking 
underpasses, overpasses, 
bridges, crossings, train wrecks 

H zoom in on any of the dozens of 
cars in your layout for a 
picture and waybill 

B design and print accurate, to-scale 
layouts 


Circle Reader Service #20 






Review 



Divine Mana-gement 


Electronic Arts' Populous II 

by Maxwell Eden 

H omer (no, not Bart Simpson’s father) writes 
in the epic Iliad of a war h)etween the 
Greeks and the Trojans that includes a clas- 
sic tale Of deception. After besieging Troy for nine 
years, the Greeks pretended to depart, leaving lie- 
hind a huge wooden horse, which the Trojans tri- 
umphantly took into the walled city. Warriors hid- 
den inside the horse later opened the city gates 
and the Greek army sacked Troy. 

Like the Trojan Horse, once Populous II (Pop If) 
is gleefully running inside the computer, nothing 
can stop hordes of “sprite’’ly, ‘‘byte”-sized worship- 
pers from invading the screen. Players will be held 
captive by losing all track of time. 

Building upon and greatly enhancing the deity 
powers and strategic conventions of the best-sell- 
ing Populous, in which the world just wasn’t big 
enough for two supreme beings. Pop II transports 
players into an absorbing, non-stop struggle for 
power, using Greek mythology as a backdrop. 


map, where players carry out divine acts, view 
settlements and walkers, watch battles and 
destroy enemy land. Bordering the close-up map 
are the Divine Intervention Effects and Basic 
Commands icon menu bars that control the 
game. 


TITLE: 

Populous II: Trials of the Olympian Gods 

SYSTEM: 

Amiga 

PROTECTION: 

Document Look-up 

PRICE: 

$49.95 

DEVELOPER: 

Bullfrog Productions Ltd. 

DISTRIBUTOR: 

Electronic Arts 


San Mateo, CA 


The God Father, By Zeus! 

As an offspring son of mortal woman and supreme god Zeus, 
the player demands that his father grant him his birthright — im- 
mortality and a seat among the gods of the Pantheon. Zeus con- 
ditionally accepts by making his son an offer he can’t refuse. 
Defeat 32 gods and goddesses who rule the 1000 worlds of Pop 
II. Then, for the final showdown, beat Zeus at his own game and 
become an Olympian god. 

Pop II is well-paced and entertaining, with a smooth interactive 
interface. Players will be swept up In the visually superb, constant- 
ly animated excitement. The Divine Intervention Effects sequen- 
ces are the stars of this show and include an awesome arsenal of 
devastation such as Lightening, Rague, Whirlwinds, Fire 
Columns, Tidal Waves and Hurricanes to name a few. 

Willing to give his upstart mortal son a shot at the title, Zeus en- 
dows him with the power to choose his very own god persona 
and name. By sele^ng from a variety of eyes, mouths and head- 
pieces, the player conjures up a countenance that may appear 
benevolent and wise, fierce and war-like, bmtish and cruel, or 
some variation of these characteristics. Since the player’s “god 
looks” are crucial to how the other deities in Pop II react in bat- 
tle, an image should be selected carefully. If the player has an ag- 
gressive look, the opponent god may wage war even harder. 
Adopt a scholarly appearance and combat tends to be more sub- 
tle and clever. A deity may respond violently to an opposing fire- 
god and passively to a water-god. 

To get things started, Zeus also throws in a few critical thunder- 
bolts of deity experience. Measly though they might seem, the 
player applies these thunderbolts toward mastery of People, 
Vegetation, Earth, Air, Rre and Water — the six forces of nature 
known as the Divine Intervention Effects. 

Best Seat in the House 

The player looks down u|x>n the earth in a godly three-quarter 
angle vista that makes for a superb 3-D perspective of all the 
commotion. There are three views. The Close-Gp Map, World 
Map and the Colosseum appear simultaneously as islands float- 
ing in space. Two-thirds of ^e screen is devoted to the close-up 


Since moving around the land and invoking effects quickly is 
fundamental to winning. Pop If s point-and-click icon-driven sys- 
tem is ideal for fast game play. Zeus starts players out with a few 
divine effects; the rest must be acquired by winning worlds, and 
which earned effects the player can use varies from world to 
world. 

The Close-Up Map displays a magnified area of a correspond- 
ing point located on the World Map, which represents the entire 
landscape of the current world. As the game begins, “Good” and 
“Bad” populations usually inhabit opposite sides of the map. 
Blinking dots of different colors provide information about Good 
and Bad settlements and what catastrophic tricks the opponent 
god is up to. 

As the Good (blue) and Bad (red) populations grow, repre- 
sentatives of both sides enter the Colosseum. Good worshippers 
sit on the left and Bad on the right, so players can tell at a 
glance how well they’re doing. The Colosseum can also display 
the level of intelligence of a settlement, or a “Walker” (the 
peripatetic on-screen character who represents a group of wor- 
shippers). 

Sounds are an integral aspect of Pop II. A steady heartbeat is 
heard throughout the game; the slower it pxiunds, the healthier 
the player. At times, a roaring blaze, rumbling earthquake, or 
brewing tidal wave evokes screams from the blue p>opulation or 
the tell-tale “caw-caw” of vultures (plague) provides audible sig- 
nals that the opponent deity is wreaking havoc on Good settle- 
ments. Players must check to see what’s going on and, if pos- 
sible, repair land and save the lives of their worshipfiers. 

Greece Lightning 

There are two modes of play: Conquest Games and Custom 
Games. There is also a Serial Game option which permits play 
against a human opponent via data link between computers by 
modem or serial cable. 

In Conquest mode, the player must win a series of worlds by 
decidedly defeating opponent gods. Worlds get progressively 
more difficult as players face both harsher terrain types and 
more potent Divine Intervention Effects from stronger gods. For- 
tunately, one can opt to use the Computer Assist feature so that 
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PC Version 
•640K 
•EGA Color 

•Ad-Lib Sound Board Support 
•Mouse Support 


NES Version 

•5 Meg Cartridge 
•128K RAM 
•Battery Back-Up 
•Enhanced Microchip For Better 
Graphics And Game Play 



High seas adventure and intrigue will guide 
you through this newest role-playing game 
from Koei. As a young Portuguese captain in 
16th century Europe, you must rescue damsels 
in distress, accumulate massive amounts of 
wealth, and restore your family honor. As 
your sailing skill increases, others seek you 
out for more important and dangerous mis- 
sions. Explore UNCHARTED WATERS, 
you'll discover a motley crew of thugs, villai ns 
and scallywags in some of the world's most 
exotic ports. Your greatest adventure will be 
to rescue the King's beautiful daughter. 
Scceed, and his Royal Highness will reward 
you handsomely! 


The battlefield becomes your passport to ad- 
venture and world domination as you assume 
the role of Napoleon Bonaparte. With the 
French revolution over, you must first gain 
control of France and than use your new power 
to conquer all of Europe. You must rule with 
fairness and diplomacy if you are to continue 
to'build the empire you desire. As you become 
Master of those around you, men fall to their 
demise by your command and citizens flock to 
your side as you charge into battle. For, to play 
L'EMPEREUR, it is not enough to win a battle, 
you must also win the war! 





PC Version 

•640K 
•EGA Color 

•Ad-Lib Sound Board Support 
•Mouse Support 


NES Version 

•3 Meg Cartridge 
•128K RAM 
•Battery Back-Up 
•Enhanced Microchip For Better 
Graphics And Game Play 




WE SUPPLY THE PAST, YOU MAKE THE HISTORY 


Romance Of The 
Three Kingdoms 


Romance Of The 
Three Kingdoms II 


Nobunaga's Ambition Nobunaga's Ambition II 


Genghis Khon 


Bandit Kings Of 
Ancient Chinn 


LICENSED ByKINTENDO 
EONPlAyONTHE 


CNintendo) 

EnTERTOinmEnT 

SVSTEITI" 



AdLib 

SOUND 


^Ej 


KOEI CORPORATION One Bay Plaza, Suite 540 1 350 Bayshore Highway. Burlingame, CA 94010 (415)348-0500 

Nintendo, Nintendo Entertainment System and the official seal are the trademarks of Nintendo of America, Inc. 

All games are available for Nintendo Entertainment System™, PC compatible computers, Amiga and Macintosh. 
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it is possible to concentrate on defeating 
the enemy while the computer takes 
over routine responsibilities (lowering/rais- 
ing land and spreading settlements, etc.). 

Players who conquer worlds are 
rewarded with thunderbolts of experience 
by the defeated god. How many thunder- 
bolts dep>ends on how deftly the player 
won. Marginal wins may mean no 
thunderbolts. The more experience a 
player has in a specific element, the 
more potent the pwswers of destruction in 
that category. Each time a player wins, 
or loses a world, Zeus provides the name 
of the next world to tackle. One should 
write down this name; games can be 
saved and resumed. Mayers don’t neces- 
sarily have to conquer all 1,000 worlds in 
succession. Winning a battle skillfully often means skipping 
several worlds ahead. 

Custom mode lets the player call the shots by changing the vari- 
ables of a world before attempting to conquer it. While Custom 
games won't advance players toward the final victory against 
Zeus in the Conquest series, it is useful for experimentation. 

Mana Grows on Trees 

Of course, a god without worshippers is a god without mana 
and that adds up to a bankrupt deity for both player and op- 
ponent. As in the original Populous, mana is still the currency 
for controlling the forces of nature and unleashing judgments 
upon the enemy. Mana comes from the spiritual offerings of the 
player’s population. A savvy god earns more mana by spending 
some mana to materialize roads, walled cities and greenery. 

Although the Greek deities had control over nature, their 
powers were severely limited by a monkey wrench called fate, 
which takes the form of unpredictable acts of destruction during 
a Conquest game — randomly benefiting Bad or Good. 

Follow the Leader 

Papal Magnets are icons of worship that are vital tactical tools 
in playing the game. A papal magnet is used by Good and Bad 
to create leaders (male or female) and heroes, as well as to in- 
fluence the population to follow the leader into new territory. A 
unique icon distinguishes the Good from the Bad papal magnet. 
Good and Bad are terms used solely to differentiate sides, not 
suggest a struggle between good and evil. Life on the player’s 
side is no better or worse than under the “bad” god. In Conquest 
games, the player is Good and the opp>onent is Bad by default. 

Among the worshipp)ers are Walkers, who represent the total 
population of a particular settlement. Walkers are seen on the 
close-up map trekking, building, growing old, dying and fighting 
enemy Walkers. The level of intelligence of a Walker is equal to 
the technology of the dwelling they 
emerged from (i.e. if they came from a 
hut, they’re primitive; if they came from 
a fortified castle, they’re more advanced). 

The first Walker to encounter the papal 
magnet is engulfed in a blue flame that 
converts him or her into the leader. Only 
when a leader has been created can a 
player move the papal magnet to 
another area on the world map. One tac- 
tic is to move the magnet to ^d ter- 
ritory, then influence Good Walkers to 
move toward the icon, killing the enemy 
while establishing settlements along the 
way. Once leaders are created, both the 
player and opponent god can use the 
papal magnet to transform said leader 
into one of six (one from each element 


of effects) Heroes, each able to employ a 
unique method for destroying the enemy. 

Hero Achilles, for example, is a fast run- 
ner with a head of flames who burns all 
enemies in his path. Perseus, the most in- 
telligent of the Greek heroes, makes a 
strong and skillful soldier on a crusade to 
destroy Bad settlements. Follow each 
hero to observe his strengths and weak- 
nesses. Although heroes are much 
stronger than leaders, they weaken in bat- 
tle and can be killed by overwhelming 
odds. Players may, with sufficient mana, 
turn as many leaders into heroes as they 
wish. Each time a player creates a hero, 
a new leader must be ordained by the 
blue flame ritual. Opponent deities can 
also transform their leaders into the 
same heroes who fight against Good. 

To Err Is Human, To Forgive Divine 

Criticisms of Pop II amount to a tempest in a teapot. Still, there 
are several items worth mentioning. The manual says that Helen 
of Troy, the water element hero, leads enemy Walkers to a 
watery grave. More precisely, she marches into enemy territory 
and charms opposing worshippers away from their jobs until 
they die. When the “Show Opponent Deity” button is toggled on 
the “Hext Conquest Screen,” text describing the god is some- 
times incomplete. Finally, sound effects, while excellent overall, 
often lag behind the player’s frenzy of divine devastation. 

Pop II is a game of war, so it is understandable that the 
majority of special effects are destructive with only a few con- 
structive effects thrown in. Baptismal Fonts, for example, are use- 
ful tools for converting Walkers to the opposite faith. By placing 
fonts in the middle of enemy territory, enemy units which fall into 
the fonts will come out Good. It is simply too bad that the game 
focuses on artifacts as the method of conversion rather than 
having rival populations respond to more productive, humane 
acts. The latter would provide more intrigue and a sense of 
morality. What if sparing a badly beaten enemy settlement 
counted for something with Zeus? 

Awe-Struck 

Remember the episode in Fantasia in which Mickey Mouse was 
the Sorcerer's Apprentice and lost control of his master’s 
magic? Divine power without experience can backfire. For ex- 
ample, Laying Plague to the enemy can spread to the player’s 
own turf. Conversely, if the opponent deity casts a plague on 
Good worshippers, players can invade and infect the opposition. 

Killing enemy leaders quickly and as often as possible is a 
must. To win a world, the enemy population must be completely 
annihilated. Once the population advantage goes to the op- 
ponent, playing catch-up is extremely difficult, but there are suc- 
cessful strategies for resourceful sons (or 
daughters) of Zeus. For example, one 
can strike the enemy leader with a con- 
tinuous stream of lightning bolts. Enemy 
Walkers will blindly follow their leader 
into the path of electrocution. So, while 
the enemy is getting roasted. Good 
populations can settle, increase their num- 
bers and offer more mana. 

The Oracle 

Populous II is an elaborate program 
that is instantly absorbing and addictive. 
Fate will smile upon players who get 
Populous II. Who said mana can’t buy 
happiness? caw 
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W^ADVEISITURE INTO 
A LI\/ING UNIVERSE 


//VT8 F}^q-j- 


P.O. Box 4302, Hollywood, CA. 90078 




You and your comrades will follow a 
path of clues across the adventure- 
filled cosmos on a quest to return 
the Earth to its own space-time 
continuum. Buckle up, lay in your 
course and hang on. ..you've just 
crossed over the PLANETS EDGE! 


simulations 


space COIWB''^ 

BOlEPLAViNfi 


Available at your local retailer or direct from New World at 
1-800-325-8898 (U.S. and Canada) or at 1-818-999-0607. 

« I copyright 1991 Planet's Edge is a trademark of New World Computing, Inc. 

New World Computing is a trademark of New World Computing, Inc. 

IBM screens shown, actual screens may vary. 
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CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 










are yourdivine pre- 


volcanoes, earth- 


modem play. $21 


'LAKERS VS 


CELTICS’ brings 
all the excitement 
of the NBA play- 
offs to your com- 
puter. Pick your 
favorite team and 
enterlhe first round. 
You control all the 
shots, passes, de- 
fensive plays, and 
coaching moves. 
Full court 5 on 5 
action for 1 or 2 
players. Includes 
East and West All 
Star teams. $19 


'GRAND SLAM 
BRIDGE' looks 
and plays like real 
bridge. It allows 
you to play soli- 
taire, practice com- 
munication skills 
with a partner, or 
playwithShumans 
and a computer 
fourth. You choose 
between weak 2 
bids, 4 or 5 card 
majors, and more. 
High computer in- 
telligence with 3 
levels of play. $22 


Fir 

THE GRAND CANYON 


FLY THE 
GRAND CAN- 
YON' presents a 
unique perspective 
on one of the 
world's natural 
wonders. You are 
given simplified 
flight controls to 
allow even the nov- 
ice to quickly enjoy 
touring thecanyon. 
Includes 3D con- 
Itour maps, 1800 
Isquare miles of 
Iterrain, and 3D 
Iglasses. $45 


IBM WARGAMES 

Action North Atlantic $26 

Action off River Plate $26 

Action Stations $29 

Action Stations Scenario$14 
Air Raid Pearl Harbour $26 
Amer Civil War 1 - 3 Ea $22 
Banzai $19 

Battle of the Atlantic $36 

Battle of Austerlitz $12 

Battle Stations $26 


Battles of Napoleon $32 
Battleship Bismark $26 
Battle Tank Barbarosa $36 
Battle Tank Kursk $36 
Bismark $42 

Blitzkrieg Ardennes $29 
Borodino $30 

Bravo Romeo Delta $37 
Campaign $29 

Carriers at War $37 
Carrier Strike $42 

Charge Light Brigade $34 
Civil War SSI $42 

Cohort $34 

Conflict: Korea $37 
Conflict: Middle East $37 
Conflict in Vietnam $ 9 
Decision at Gettysburg $29 
Dreadnoughts $42 

Dreadnoughts: Bismark $29 
Dreadnoughts: Ironclads $29 
Fail Gelb $36 

Fifth Eskadra $36 

Fire Brigade $34 

Fleet Med $36 

German Raider Atlantis $26 
Gettysburg:Turning Pnt $37 
Golan Front $36 

Grand Fleet $36 

Grey Seas. Grey Skies $36 
Halls of Montezuma $24 
Harpoon $25 

Harpoon Set 2 or 3 $19 

Harpoon Set 4 $24 

Harpoon Editor $27 
Harpoon Challenger Pak$42 
In Harms Way $36 

Kampfgruppe $37 

Kriegsmarine $36 

Kursk Campaign $36 
Long Lance $36 

MacAhhur’s War $29 


Main Bttle Tank C Grm $36 
Main Bttle Tank N Grm $36 
Main Bttle Tank ME $36 
Malta Storm $36 

Man of War $36 

Mare Nostrum $26 
Marianas Turkey Shoot $28 
Midway $26 

Moscow Campaign $36 
Norih & South $27 

Northern Fleet $36 


IBM WARGAMES 


Operation Overlord $36 

Pacific Storm Midway $36 

Pacific Storm Solomons $36 
Panzer Battles $22 

Patriot $38 

Patriot Battle Sets Ea $24 

Patriot Editor $27 

Patton vs Rommel $15 

Patton Strikes Back $27 

Prelude to Jutland $26 


IBM STRATEGY 
A Train $42 

Ancient Art War $29 
Ancient Art War at Sea $29 
Ancient Art War in Sky $34 
Armada 2525 $32 

Bandit Kings of China $37 
Battle Isle $32 

Big Business $32 

Breach 2 Enhanced $19 


Breach 2 Scenario Disk $15 


Red Lightning $12 

Return to the Falklands $28 
Rising Sun $26 

Rommel at El Alamein $36 
Rommel at Gazala $36 
Rommel North Africa $24 
Rorke’s Drift $34 

Second Front $37 

Seventh Fleet $36 

Stalingrad Campaign $36 
Storm Across Europe $1 2 
Third Reich $27 


To The Rhine $36 

Typhoon of Steel $12 

UMS2 $19 

UMS 2 Civil War $24 

UMS 2 Desert Storm $20 

UMS 2 Planet Editor $28 

V for Victory $38 

War in the Falklands $26 

Warship Changed Hist $26 

Waterloo $12 

Western Front $37 

White Death $29 


Nuclear War $12 

Objection $34 

Objection Enh $89 

Ogre $19 

Omega $30 

Operation Combat $15 
Overlord $29 

Pacific Theater of Oper $42 
Perfect General $34 
Perfect General Disk 2 $23 
Populous $21 

Populous Promise Land $14 
Populous 2 $38 

Power Monger $34 

PowerMongerWWI $21 
Project Moonbase $24 

Railroad Empire $34 

Railroad Tycoon $34 

Rampart $27 

Reach for the Stars 3 $19 
Realms $29 

Renegade Legion Intrcpt$l2 
Revolution 76 $29 

Rider of Rohan $19 
RoboSportWIN $37 
Romanc3Kngdm 1or2 $42 
Rules of Engagement $37 
Second Conflict $34 

Seven Cities of Gold $12 
Siege $38 

Sim Ant $37 

SimCity $29 

SimCity for Windows $37 
SimCity Graphic 1 or 2 $23 
SimCity Terrain Editor $15 
SimEarth $41 

Star Control $29 

Star Control 2 $37 

Starfleet 1 or 2 $38 

Stellar Crusade $12 
Strategic Forces $19 


IBM STRATEGY 

Castles 
Castles Disk 1 
Centurion 
Civilization 
Command HQ 
Conquered Kingdoms 
Covert Action 
Crisis in the Kremlin 
Designasaurus2 
Dino Wars 
DRAGON Force 
Dragon Lord 
Dune 
Empire 

Empire Deluxe 
Final Conflict 
FireTeam 2200 
FireTeam Const Krt 
Fort Apache 
Full Metal Planet 
Genghis Khan 
Global Conquest 
Global Effect 
Gold of the Americas 
Hidden Agenda 
Imperium 
Lemmings 

Lemmings Data Disk 
L'Empereur 
Liberty or Death 
Lost Admiral 
Lost Admiral Scenario 
Lost Admiral Enhanced 
Lost Patrol 
Medieval Lords 
Medieval Warriors 
Mega Lo Manta 
Merchant Colony 
Millenium 
Nobunaga 1 or 2 


$36 

$19 

$19 

$39 

$19 

$36 

$29 

$37 

$28 

$28 

$31 

$12 

$29 

$31 

$42 

$34 

$29 

$25 

$34 

$31 

$37 

$39 

$32 

$12 

$39 

$26 

$32 

$19 

$37 

$37 

$34 

$23 

$38 

$12 

$37 

$15 

$31 

$34 

$24 

$37 


'POPULOUS' is a 

classic strategy 
game. You are 1 of 
2deities battling for 
control of the entire 
world. With ice, 
grassland, and 
desert there are 


over 500 worlds o 


conquer. Disasters 


rogative - unleash 


quakes, swamps 


and floods on your 


enemies. Includes 




The 'ADLIB' music 


synthesizer card by 
ADLIB INC adds 

Adl.ih 


sound capability to 
hundreds of exist- 
ing PC games. 
Using its 1 1 differ- 
ent FM synthesized 
voices, it can repro- 
duce almost any 



Jk 


sound. The stan- 

UMCii 

IMMikn 

fWRtlMI 

cmiiiMi 

dard audio jack al- 
lows you to plug in 
any pair of head- 



phones, boombox, 
or bookshelf 

speaker $59 


IBM STRATEGY 
Sword of Aragon $28 

Task Force 1942 $39 

Theatre of War $32 

Theatre Sets $21 

Third Reich $27 

Traders $29 

Utopia $31 

Visions of Aftermath $12 
Warlords $29 

Worlds at War $29 


IBM ADVENTURE 

King's Quest Sega $34 

King's Quest 5 vga $39 

King's Quest 6 vga $39 

Kristal $15 

Lane Mastodon $12 

Leather Goddesses 2 $42 

Leisure Suit Lrry 1 ega $16 
Leisure Suit Lrry 1 vga $34 
Leisure Suit Lrry 2, 3or5 $34 
Leisure Suit Lrry Bundle $39 


3E’ is a medi- 
style castle 
assauftgame. You 
are given four 
to attack 
anddefendinaone 
scenario or 
extended cam- 
Includeshis- 
troops 
English, 
mythical 
(Elves, 
Giants), 
owers, bat- 
■ams, cata- 
pults, and oil. $36 


IBM ADVENTURE 

Advnts Willie Beamish $34 
Advnts Willie Beamish 2 $39 
All Dogs Go to Heaven $13 
Altered Destiny $34 
B.A.T. $19 

Castle of Dr Brain $34 
Chmbr Sci Mutnt Prstss $25 
Code Name: Iceman $21 
CodeName : Iceman 2 $39 
Colonel Bequest $21 
Colonel Bequest 2 $34 

Conquests of Camelot $21 
Conquests of Longbow $34 
Conspiracy Deadlock $34 
Countdown $37 

Covert Action $29 

Crime Does Not Pay $29 
Crime Wave $37 

Cruise for a Corpse $34 
Dark Heart of Uukrul $34 
David Woif:Scrt Agnt $15 
DejaVu $12 

Deja Vu 2 Lost in LV $12 
Die Hard $28 

Don't Go Alone $ 9 
Dr Doom's Revenge $ 9 
Duck Tales $15 

Earthrise $12 

East V West:Berlin ’48 $ 9 
Eco Quest 1 $34 

Felony $12 

Free DC $29 

Future Wars $28 

Galleons of Glory $29 
Gamma Force $ 9 
Gateway $36 

Geisha $32 

Godfather $32 

Gold Rush $15 

Grail Quest $27 

Hare Raising Havoc $32 


Light Quest $32 

Loom $19 

Lost in LA $37 

Lost Treasures Infocom $42 
Magnetic Scrolls Bndl $34 
Manhunter NY $28 

ManhunterSF $15 

Maniac Mansion $18 
Martian Memorandum $37 
Mean Streets $37 

Mixed Up Mthr Goose $29 
Mixed Up Fairy Tales $29 
Murder by the Dozen $15 
Murder Club $28 

Murders in Space $12 
Qregon Trail $28 

Out of this World $36 
Plan 9 from Outer Space$31 
Police Quest 1 $28 

Police Quest 2 or 3 $34 

Prince of Persia $25 
Rise of the Dragon EGA $29 
Rise of the Dragon $34 
Robin Hood $34 

Rocketeer $32 

Search for the King $24 
Secrt Monky Isind 1 $23 

Seen Monky Isind 2 $38 

Sex Olympics $24 

Sex Vixens from Space $12 
Sierra Adventure Bundle$39 
Shogun $12 

Sinbad $12 

Snoopy $ 9 

Space Quest 1 $34 

Space Quest 2 $28 

Space Quest 3 or 4 $34 

Space Quest 5 $39 

Space Quest Bundle $39 

Spellcasting 101 $19 

Spellcasting 201 $36 

Startrek5 $12 


IBM TRADITIONAL 
3D Pool $12 

3 in 1 Players Pack $37 
Amarillo Slim Poker $12 
Backgammon WIN $19 
Battle Chess 1 $29 

Battle Chess 2 $29 

Battle Chess WIN $29 

Blackjack DOS/WIN $19 
Bridge 6.0 $28 

Casinos of the World $29 
Ceasar's Palace $15 
Centerfold Squares $21 
Check Mate DOS/WIN $36 
Chessmaster3000 $32 
Chessmaster 3000 WIN $38 
Chess Net $34 

Chess X Collossus $19 

Clue Master Detective $15 
Cribbage King/Gin King $19 
Crossword Magic $32 
Dealers Choice Poker $32 
Dr Thorp's Blackjack $32 
Ewd OThorpe Blackjack$19 
Electric Jigsaw $12 
Faces: Tetris 3 $25 

Femmes Fatale $26 
Femme Fatale DD 1-3 $18 
Games People Play $27 
GO Master 5 DIx $109 
GO Master 5 DIx WIN $109 
GO Joseki Genius $39 
GO Junior $19 

GO Master $34 

GO Master 5 DOS/WIN $39 
GO Master 5 Toolkit $39 
GO Scribbler $34 

GO Tactical Wizard $39 
Grand Slam Bridge $22 
Hoyle's Games 1 or 2 $21 
Hoyle's Games 3 $29 


IBM TRADITIONAL 

Trump Castle 2 $29 

Vegas Entrtmnt Pk WIN $20 
Video Poker by Masque $19 
Video Poker DOS/WIN $34 
Welltris $24 

Wheel of Fortune 1-3 Ea$10 
Wheel of Fortune Gold $15 
Wordtris $29 

Wrid Chmp Backgamn $24 
Wrid Chmp Cribbage $24 


IBM SPORTS 
Hardball 2 $28 

Hardball 3 $34 

Hole in One Mini Golf $12 
Hole in One Course Disk$ 9 
Indianapolis 500 $17 

International Sports Ch $29 
Joe Montana Football $31 
John Elway's QB $ 6 
King’s Beach Volleyball $15 
Lakers V Celtics $19 


HULiou\.«Lu luuu iium MULiD inv,* ibdriigiigudiiiy stereo 

sound card. It complies with Multimedia PC sound adapter 
standards. Features: 16 bit stereo DAC providing 96db of 
dynamic range, programmable audio mixer, 20 stereo chan- 
nels, MIDI input and output, sampling rates of up to 44.1 KHz, 
stereo input jack, and game port. $1 79 


IBM SPORTS 

4D Boxing $17 

4th & Inches $ 9 

1 992 Winter Olympics $32 
ABC Boxing $32 

ABC Mon Night $34 
All American College Fb$36 
All Star Sports Pak $34 
APBA Baseball $28 
APBA Encyclopedia $34 
APBA General Manager $29 
APBA Micro Manager $32 




Harley Davidson $12 
Heart of China $34 

Hostage $ 9 

Hound of Shadow $17 
Indy Jones L Crsd ega $21 
Indy Jones L Crsd vga $27 
Indy Jones Fate Atlantis $38 
James Bond Stealth Aff $34 
King's Quest lEnhncd $34 
King's Quest 2 or 3 $28 

King's Quest 4 $34 


FATALE’ 

a digital jigsaw 
for adults, 
the full screen 
VGA images may 
be scrambled into a 
varying number of 
pieces from '25 to 
100. Numerous 
helpfeatures:save 
|& reload multiple 
Igames, cancel & 
undo moves. IBM 
version includes 16 
ravishing girls with 
data disks 
$26 


Startrek 25th Aniversry $36 
Time Quest $19 

Train $ 6 

Uninvited $ 9 

Universe 1 -3 Ea $34 
War in Middle Earth $15 
Where Amreas Pst CSD $37 
Where Europe CSD $30 
Where USA CSD $30 
Where World CSD $27 
Where World CSD DIx $49 


Hoyle's Games 4 $29 

Ishido $34 

Jeopardy 1 or 2 $10 

Jigsaw Pinups $24 

Jones in the Fast Lane $24 
LivingJigsaws $12 

Lexicross $24 

Monopoly $24 

Omar Sharif on Bridge $37 
Penthouse Jigsaw $24 

Pictionary $24 

Pinball WIN $29 

Planet of Lust $24 

Price is Right $15 

Prime Time Hits 1 or 2 $25 
Rack'em $12 

Risk $24 

Risk WIN $29 

Sargon 4 or 5 $34 

Scrabble $24 

Scrabble Deluxe $34 

Shanghai 2 $24 

Shogi Master $34 

Solitaire Royale $19 

Solitaires Journey $36 

Sorry $15 

Spot $15 

Stratego $31 

Strip Poker 3 $31 

Strip Poker Data 1-5 Ea $19 
Super Jeopardy $27 

Super Tetris $32 

Tetris $24 

Trivial Pursuit $26 

IBM ADVENTURE 
Where Time CSD $30 

Wierd Dreams $12 

Wonderland $19 

Zak McKracken w/HB $1 8 
Zeliards $21 

Zombie $12 


APBA Stat Master $29 

APBA Wizard $29 

APBA 1908- 91 Ea $21 

APBA Basketball $28 

APBA Bowling $19 

APBA Football $49 

Basketball Challenge $28 
B ball Ch. 1987- 88 Ea $13 
B ball Ch. 1989-90 Ea $17 
Bo Jackson Baseball $32 
Blades of Steel $26 


LH 3 in 1 Football $30 
LH Boxing $30 

LH College Basketball $30 
LH Full Count Baseball $30 
LH Hockey $30 

LH Pro Basketball $30 
LH Team Disks $15 
LH League Leaders $15 
LH Utility Disks $15 
Links Golf $37 

Links Golf WIN $39 
Links Course 1 -6 Ea $17 
Low Blow $12 

Madden Football $21 
Madden TD 89 & 90 $18 

Madden Football 2 $32 

Magic Johnson Fst Brk $ 6 
Mario Andretti Racing $17 
ML Basbil Mngr's Chllng$19 
ML World Series Disks $17 
ML TD 1982 -1990 Ea $17 
ML All Stars $17 

ML Franchise Disks Ea $20 
ML Box Score Stats $20 
ML GM Disk 3 $25 

ML Roster Security $20 
ML Basketball $28 
ML Personal Pro Golf $28 
ML Football Deluxe $39 
ML Ftball Team Disks $17 
Michael Jordan Fit Sim $44 
Mike Ditka Football $32 

Mini Putt $ 9 

NASCAR Challenge $31 
NFL Challenge $60 

NFL 1984- 1987 Ea $15 

NFL 1988- 1991 Ea $22 

NFL Preseason Disk $22 

NFL All Star Teams $22 

NFL College Alumni $22 

NFL College Teams $19 


Daily Double Horse $19 

Days of Thunder $24 

Dirk's Baseball Encyclpd$19 
Fast Break $ 9 

Games Winter Chling $34 

GFL Champ Football $ 9 

Grand Prix Circuit $17 

Greens $34 

Greg Norman Shark Atl $25 

Gretsky Hockey 2 $34 

Gretsky League $26 


NFL Greatest Teams $22 
NFL Roster Editor $20 
NFL Situation Editor $20 
NFL Football $31 

NFLP roleague Football $24 
Nicklaus Signature Edit $39 
Nicklaus SE Clip Art $24 
Nicklaus Greatest 1 8 $27 

Nicklaus Unlimited Golf $29 
NG Clip Art $17 

NG Course 2 $ 6 




IBM AMIGA MACINTOSH GAMES AND HINT BOOKS FOR LESS 


IBM SPORTS 

NG Course 3, 4, or 5 $15 

Omni Play Basketball $34 
Over the Net Volleyball $24 
Pete Rose Baseball $ 9 
PGA Tour Golf $32 
PGA Tour Golf WIN $32 
PGA Tour Golf Disk 1 $17 
PGA Tour Golf Ltd Edt $45 
Playmaker Football $29 
Pro Football Analyst $29 


HINT BOOKS 

Immortal $10 

Indy Jones LstCrsade $10 
Indy Jones Fate Atlantis $10 
King’s Quest 1 - 5 Ea $10 
Leisr Suit Larry 1 -5Ea $10 
Loom $10 

Lord of the Rings 1 or 2 $10 
Lost in LA $10 

Magic Candle 1 or 2 $10 

ManhunterNYorSF $10 


ClhV]’c of the 

uGHiimapn- 



Pro Tennis Tour 2 $32 

Road to the Final Four $37 
ReelFish’n $12 

Serves Volley $12 
Skate or Die $15 

Ski or Die $16 

Sport of Kings $15 

Super Car Pack $37 
Team Suzuki $15 

Tennis Cup $32 

Tie Break Tennis $19 
TKO Boxing $ 6 

Tom Landry Football $29 
Tony LaRussa Basebll $29 
T LaR Fantasy Managr $15 
T LaRussa Stadiums $15 
TLaRTeams1901-68 $15 
Weaver Baseball 1 .5 $19 

Weaver Baseball 2.0 $32 

Weaver 1988- 1989 Ea $16 
Weaver Commisnr 2.0 $21 
Weaver 2.0 1 990 Teams$16 
Weaver2.0 Comm Edt $56 
World Circuit $34 

World Class Soccer $28 
MINT BOOKS 
688 Attack Sub $10 
Advnturs Willy Beamish $10 
Altered Destiny $10 
Bard’s Tale 1 • 3 Ea $10 
Buck Rogers 1 or 2 $10 

Castle of Dr Brain $10 
Champions of Krynn $10 
Civilization $16 

Code Name Iceman $10 
Colonel Bequest 1 or 2 $10 
Conquests of Camelot $10 
Conquests of Longbow $10 
Curse of Azure Bonds $10 
Death Knights of Krynn $10 
Dragons of Flame $10 
Dragon Wars $10 


■CHARGE OF THE 
LIGHT BRIGADE' 
recreates thebattle 
of Balaclava during 
the Crimean War. 
Defend using the 
smaller British, 
French, and Turk- 
ish Forces or play 
the attacking Rus- 
sians. Features ani- 
mated figures, indi- 
Ividualorgroup com- 
mands, two player 
option and an im- 
proved mouse inter- 
[face. $34 

Maniac Mansion $10 
Martian' Dreams $13 
Matrix Cubed $10 

Might & Magic 1 or 2 $10 

Might & Magic 3 $16 

Planet’s Edge $16 

Police Quest 1 - 3 Ea $10 
Pool of Darkness $12 
Pool of Radiance $10 
Populous 1&2 OfficI Str $16 
PowerMonger $10 

Power Mngr Strategy Bk$19 


AD&D Bundle 

$38 

Champions of Krynn 

$20 

Curse of /Vzure Bonds 

$15 

Dark Queen of Krynn 

$32 

Death Knights of Krynn 

$20 

Dragon Strike 

$12 

Dragons of Flame 

$ 9 

Eye of the Beholder 

$32 

Eye of the Beholder 2 

$38 

Gateway Savge Frontr 

$32 

Heroes of the Lance 

$12 

Pool of Darkness 

$38 

Pool of Radiance 

$15 

Secret of Silver Blades 

$15 

Shadow Sorcerer 

$32 

Tales Magic; Prophey S $38 

Treasurs Savage Frontr $32 

War of the Lance 

$ 9 

IBM ROLE PLAYING 

2400 AD 

$28 

Autoduel 

$26 

Bad Blood 

$31 

Bard’s Tale 1 

$15 

Bard’s Tale 2 

$19 

Bard’s Tale 3 

$31 

Bard's Tale Cnstrctn St 

$19 

Battletech 

$12 

Battletech 2 

$31 

Blade Warrior 

$12 

Bloodwych 

$15 

Buck Rogers 1 

$12 

Buck Rogers 2 

$32 

Captain Blood 

$ 9 

Captive 

$30 

Celtic Legends 

$32 

Champions 

$37 

CHARACTR EDITORS $16 

Conan 

$29 

Corporation 

$29 

Cybergenic Ranger 

$32 


IBM ROLE PLAYING 


IBM ACTION /ARCADE 


IBM HARDWARE 


IBM SIMULATION 


IBM SIMULATION 


Paladin 

$28 

Crackdown 

$17 

Ad Lib Sound Card 

$59 

XMen2 

$25 

S Weapons Exp3 He162$21 

Paladin Scrolls Disk 

$16 

Dark Century 

$27 

Ad Lib Gold 1000 

$179 

Aircraft Scenry Design $35 

S Weapons Exp4 Do335$21 

Pirates 

$ 9 

Day of the Viper 

$19 

Adlib Progrmrs Manual 

$27 

Flight Planner 

$24 

Shuttle 

$34 

Planet’s Edge 

$37 

D Generation 

$32 

Adlib Surround Sound 

$64 

New Facilities Locator 

$27 

Silent Service 1 

$7 

Prophecy 1 

$12 

Dig Dug 

$ 6 

Adlib Telephone Module $64 

Sound. Graphics Upgrde$27 

Silent Service 2 

$34 

Questron 2 

$12 

Dr Doom's Revenge 

$12 

Ad Lib Visual Composr $75 

Sublogic Scenery Disks $22 

Stormovik 

$15 

Rings of Medusa 

$24 

Dragon's Lair 1 

$24 

Ad Lib Speakers 

$15 

Fly Grand Canyon 3D 

$45 

Strike Aces 

$19 

Sea Rogue 

$39 

Dragon's Lair 2 

$34 

Flight Stick 

$43 

Gunboat 

$33 

Strike Commander 

$45 

Sentinel Worlds 

$15 

Drgn's Lair Singe CstI 

$34 

Flight Stick w Falcon 

$46 

Gunship 

$12 

Stunt Driver 

$15 

Sleeping Gods Lie 

$29 

Freakn Funky Fuzzballs $19 

Game Card 3 

$39 

Gunship2000 

$39 

Stunts 

$31 



■DREADNOUGHTS' 

is a surface fleet 
battle simulator. It 
recreates the look, 
specificatons. and 
tactics of fleet com' 
Features 3D 
views, comprehen' 
sive manuals and 
sea charts, a po- 
tent English com- 
mand parser, 1or2 
player mode and 
computer con- 
trolled ships, gun- 
nery and damage 
control- $42 


Champ Joystick $24 
Maxx Control Yoke $59 
Rudder Peddals $39 
Mouse 3 Button $29 
SoundBlaster $109 
Sound Blaster Pro $1 89 
Snd Blaster Speakers $1 5 
Snd Blaster Voice Edtr $54 
Sound Star Snd Board $19 
Thrustmaster Joystick $69 


My 




Quest for Clues 2, 3or4 $21 
Quest for Glory 1 -3 Ea $10 
Railroad Tycoon $10 
Rise of the Dragon $10 
Run 5 Issue 1 - 20 Ea $ 6 
Savage Empire $10 
Search for the King $10 
Secret Mnky lslnd1or2 $10 
Secret of Silver Blades $10 
Shadow Sorcerer $10 
Simeity/Simearth $20 
Simearih $19 


Spirit of Excaliber $19 


Starflight 1 or 2 
Sword of the Samurai $ 9 
Swrd Samrai & Pirates $16 
Tangled Tales $21 
Terran Envoy $12 

Third Courier $ 6 

Times of Lore $28 

Tunnels & Trolls $12 
Twilight 2000 $34 

Ultima Martian Dreams $37 
Ultima Savage Empire $34 
Ultima Trilogy $35 

Ultima Trilogy 2 $45 

Ultima 1-6 Bundle CD $59 
Ultima 4 or 5 $35 

Ultima 6 False Prophet $39 
Ultima 7 Black Gate $45 
Ultima Stygian Abyss $48 
Uncharted Waters $42 
Vengeance of Excalibur $19 
Windwalker $28 

Wizardry Trilogy $32 
Wizardry 4 $19 


$ 9 
$29 


Galaxian 
Gauntlet 1 or 2 
Golden Axe 
Gold of the Aztecs $29 

GraveYardage $12 

Gremlins 2 
Guy Spy 
Hard Driving 2 $38 

Hare Raising Havoc $32 
Home Alone $27 

Killing Cloud $19 

Knight Force 
Lemmings 
Lemmings Data Disk $19 
Light Quest 
Loopz 

Marble Madness $15 

Monty Python $15 

Ms Pac Man 
M.U.D.S. 

Nevermind 
Night Breed 
Night Hunter $25 

Night Shift 
Nova 9 
Obliterator 
Oil's Well 
Pac Man 
Pick N Pile 
Pipe Dream 


Thrustmstr Weapn Cntrl $79 

,,^,7 


Thunder Board SndBrd $84 

Thunder Board Spkrs 

! IBM SIMULATION 

$15 

"rC, ' ) 

■ 

i 

688 Attack Sub 

$19 

\ 


A10 Avenger 

$43 



AlOTank Killer 1.5 

$34 

Harrier Combat Sim 

$ 6 

Abrams Battle Tank 

$12 

Heatwave 

$25 

Aces of the Pacific 

$39 

Heros of the 357th 

$32 

Aces Pacific Mission 1 

$27 

Hoverforce 

$31 

Aces Pacific Mission 2 

$27 

Hunt for Red October 

$22 

Aces over Europe 

$46 

Hyperspeed 

$34 

Aces Europe Mission 1 

$27 

Jet Fighter 2.0 

$39 

Aces Europe Mission 2 

$27 

Knights of the Sky 

$29 

Air Strike USA 

$19 

Land, Sea & Air Bundlel $39 

Allied Forces Bundle 

$29 

Land. Sea & Air Bundle2$39 

Armor Geddon 

$29 

LHX Attack Chopper 

$26 

ATAC 

$29 

Life & Death 1 or 2 

$23 




Cyberspace 

$29 

Wizardry 5 

$32 

Pitfighter 

$22 

ATP 

$37 

Lightspeed 

$29 

Darklands 

$39 

Wizardry 6 Cosmic Frg 

$37 

Powerdrift 

$25 

B17 Flying Fortress 

$39 

Ml Tank Platoon 

$34 

Drakkhen 

$37 

Wizardry 7 Crusaders 

$39 

Powerdrome 

$12 

Battle Command 

$24 

Mantis ExprmntI Fghtr 

$34 

Dragon Wars 

$12 

IBM ACTION /ARCADE 

Punisher 

$ 9 

Battlefield 2000 

$37 

Megafortress 

$37 

Dusk of the Gods 

$38 

Airborne Ranger 

$12 

Resolution 1 01 

$12 

Blue Max:Aces WW 1 

$12 

Megafortress Mission 1 $27 

Earthling 

$32 

Amazing Spiderman 

$ 9 

Roller Babes 

$25 

Buzz Aldrin Race Spe 

$37 

Megafortress 3D Editor $27 

Elvira 1 Mistress Dark 

$34 

Arachnaphobia 

$28 

Rotox 

$24 

Car and Driver 

$38 

Miami Enforcer 

$39 

Elvira 2 Jaws Cerberus 

$39 

Armor Alley 

$27 

Savage 

$19 

Cardinal of the Kremlin 

$27 

Mig 29 Fulcrum 

$32 

Escape from Hell 

$17 

Artura 

$ 6 

Sierra Arcade Bundle 

$24 

Carrier Command 

$12 

Power Boat Simulator 

$39 

Fire King 

$19 

Back to the Future 2or3 $15 

Silpheed 

$21 

Conqueror Multi Tank 

$16 

Rapeon 

$29 

Flames of Freedom 

$28 

Barbarian 

$ 9 

Simpsons Arcade Game $31 

Crash Course 

$ 6 

Reach for the Skies 

$31 

Fountain of Dreams 

$15 

Bart Simpsn House Wrd $31 

Sliders 

$27 

Design yr own Railroad 

$29 

Red Baron 

$34 


Hero's Quest 1 


$21 


Hero's Quest 2 or 3 $34 

Hyperspeed $34 

Immortal $17 

Keys to Maramon $12 

King’s Bounty $19 

Knights of Legend $30 

Legacy of the Necromncr$29 
Legend $31 

Lord of the Rings 1 $34 

Lord of the Rings 2 $37 

Loremaster $39 

Lure of the Temptress $37 


Magic Candle 1 


$15 


Magic Candle 2 $37 


Drakkhen $10 

Elvira lor 2 $10 

Eye of Beholder 1 $10 

Eye of Beholder 2 $12 

Fountain of Dreams $10 
Free DC $10 

Gateway Savage Frntr $10 
Hard Nova $10 

Harpoon Battlebook $19 
Heart of China $10 

Hero's Quest 1 - 3 Ea $10 


Space Quest 1 - 4 Ea $10 
Starflight 1 $10 

Starflight 2 $10 

Strategy Plus 3 -1 1 Ea $8 
Strategy Plus 12-18 $ 5 

Treasures Savage Frntr $10 
Tunnels & Trolls $16 
Ultima4-7Ea $10 
Wizardry 6 Cosmic Frg $12 
Wizardry 7 Crusade $12 
Yeager’s Air Combat $19 


Matrix Cubed 
Mechwarrior 
Megatraveller 1 
Megatraveller 2 $19 

Megatraveller 3 $39 

Midwinter 1 $12 

Midwinter 2 $28 

Might & Magic 1 or 2 $12 

Might & Magic 3 $37 

Might & Magic 4 $42 

Mines of Titan $12 

Murder $29 

Obitus $34 


$32 

$34 

$16 


j Z aska'i" 

The 'THUNDER 
BOARD' is a sound 
board that is 100% 
compatible with 
Soundblaster and 
Adlib. It reproduces 
digitized sounds 
using an 8 bit DAC. 
Features include 
dynamic filtering, 
11 Voice FM music 


pling rate up to 22 
KHz, microphone 
input, joystickport, 
and a 2 watt power 
amplifier. $84 

WXAAA/nA/”^ 

mmiw 


$19 

$29 

$42 

$26 

$19 


Battle Master $37 

Battlestorm $32 

Bill & Ted’s Exclint Adv $19 
Blockbuster $ 6 

Blockout $28 

Blood Money $28 

Brain Blaster $28 

Budokan $17 

Colorado $ 6 

Continuum $29 

Cool Croc Twins $24 


Space Ace 1 or 2 $34 

Space Harrier $27 

Space Wars $37 

Speedball 2 $25 

Stellar 7 $21 

Stormlord $ 9 

Super Off Road $15 

Super Pac Man $ 9 

Super Space Invaders $25 
Taking of Beverly Hills $27 
Teenage Mint NnjaTrtI $25 


Elite Plus 
Eye of the Storm 
F117A Nighthawk 
FI 4 Tomcat 
F15 Strike Eagle 2 
F15SE2 Scenario Disk $17 
FI 5 Strike Eagle 3 $44 

F19 Stealth Fighter $24 

F22 ATF $39 

F29 Retaliator $32 

Falcon AT $37 

Falcon 3.0 $45 

Flight of the Intruder $22 

Flight Simulator 4.0 $39 

IBM ACTION /ARCADE 
TMNT Manhatten Miss $31 
TMNT Arcade $31 

Terminator $34 

Thexder 1 or 2 $21 

Troika $19 

Vaxine $24 

Viking Child $32 

Volfied $24 

Wild Streets $31 

Wild Wheels $32 

Wrath of the Demon $29 

Xenocide $19 

X Men 1 $ 9 



Red Baron Mission 1 $24 

Red Baron Mission 2 $24 

Red Storm Rising $12 
Sailing Instructor $199 
Sailing Simulator $39 
East Coast Voyages $34 
West Coast Voyages $34 
Scenery Collection A/B $37 
Secret Weapons Lftwff $44 
S Weapons Exp1 P38 $21 
S Weapons Exp2 P80 $21 


Tank $37 

Team Yankee $34 

Team Yankee 2 $29 

Test Drive 2: Collection $34 
TD2 Data Disks 1-4 Ea $15 
Test Drive 3 $32 

TD3 Road & Car Disk $19 

Their Finest Hour $37 

TFH&BH1942 $44 

Thunderhawk $29 

Thunderstrike $27 

Top Gun Danger Zone $31 

Tracon $34 

Tracon2 $29 

Ultrabots $37 

Virtual Reality Studio $49 

Wing Commander 1 $39 

WC1 Mission 1 or 2 $19 

Wing Com 1 DIx CD $45 

Wing Commander 2 $45 

WC2 Operations 1 &2 $27 

WC2 Speach Pack $15 

Wolfpack $15 

Yeager’s Air Combat $38 

Yeager’s AFT 2.0 $19 

CHIPS & BITS 

PO Box 234 
Rochester VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 
GEnie Keyword CHIPS 

We accept Visa, MC &Money 
Orders. COD add $5. Checks 
Held 4 Weeks. Most items 
shipped same day. All shipping 
rates are per order not per item. 
UPS $4: 2 Day Air $6: Mail $5: 
Airmail Canada $6; HI, AK. PR, 

■RORKE’S DRIR' 
is a detailed simu- 
lation of the battle 
between 137 Brit- 
ish soldiers & 4000 
Zulu warriors that 
took place Jan 22 
1879. You control 
each man, stand- 
ing, sitting, prone, 
aiming, firing, re- 
loading, runningor 
walking. With 3D 
map. animated 
combat & move- 
ment mouse sup- 
port & VGA. $34 

2 Day Air $12: Airmail Europe 
$1 2 first item plus $6 per addi- 
tional item. 

All Sales Pinal. Check 
compatibility beforeyou buy. 
Shipping times not 
guaranteed. Defectives 
replaced with same product. 
Price & availability subject 
to change. 
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Review 


How Do They Do That? 

A Look At Genus GX Games— Inside and Out 


by Mike Weksler 



G X Games is a gamepack that includes: 
Apples & Oranges, Mind Plus, Space 
Miner, Puzzler and Black Jack. Additional- 
ly, the source code is included for each game, to 
teach the player/programmer game program- 
ming techniques and to help answer the ques- 
tion that is as old as the first computer game: 
“How do they do that?” 

Apples & Oranges 

In this Othello variant, players’ pieces are 
either apples or oranges. In single-player mode, 
there are three levels of difficulty, the third of 
which can be quite challenging. A two-player 
(non-modem) mode is also included, with each 
player taking turns at the keyboard. The winner 
sees the board transform into his respective 
fruit. There is a hint mode that shows the player 
where to place a piece in tough situations as 
well. This program illustrates the techniques for 
board algorithms and efficient mouse decoding. 


Mindplus 

This is a one-player Mastermind-style color combination guess- 
ing game. The computer randomly selects a series of four to five 
colors from a palette of six to 10. The player must then guess 
the colors, each of which may be used more than once. It is pos- 
sible to have the computer give the player hints about each 
guess. One must guess the color combination before running out 
of moves. At level one, the player has four pegs, six colors and 
fourteen moves. At level five, the player will have five pegs, ten 
colors and fifteen moves. If the player is a Mastermind fan, this 
game should prove entertaining. This program illustrates techni- 
ques for pop-up menus and board layouts. 

Space Miner 

This variation on a theme of Galaga is a one-player arcade 
game in which the “miner” maneuvers his/her ship (sprite) 
through space (a scrolling bitmap). The mission is to mine ore 


Hardware Requiremer^U: 

EGA Minimum, VGA 
Sound Blaster (optional) 

Mouse 

Hard Disk Space required (Including all games 
arul C source code) 1.3MB 
Price $59.95 

Publisher 

Genus Microprogramming 
29(X) Wildcrest # 145 
Houston TX 77042 
Sales & Info; (800) 227-0918 
BBS: (713) 266-9362 BBS 
CompuServe: GO GENUS 

Genus libraries are required for recompiling; 

GX Kernel, supports: 

GXL library interfacing 
Virtual buffer creation 
Virtual buffer scaling 
Multiple graphics mode support 
Multiple toolkit usage 

GX Graphics, supports: 

Defining custom mouse cursors 

Maintaining a cursor type based on cursor position 

Decodir>g mouse clicks efficiently 

Dravdng to virtual buffers 

PopHjp windows for help 

Simultaneous keyboard and mouse interfacir>g 

Button definition and handlir>g 

Drawing to virtual buffers 

Pop^p windows (for help) 

GX Effects, supports: 

Background Music (PC speaker) 

Sound Blaster (digitized sound file support) 
Creatir^ image masks 
Transparent put 

PCX Toolkit, supports: 

Loading .PCX images from a .GXL library 

The following compilers are supported: 

C: 

MS C 6.x 
MS Quick C 2.x 
Borland C 2.x 
Lattice C 6.x 
Bask: 

MS BASIC 7.x 
Pascal: 

Borland Turbo Pascal 4.0/5.0/5.5/6.0 



floating through enemy space while simul- 
taneously trying to blast enemy ships, 
aliens, police patrols and the almost in- 
destructible “mulcher,” which is loaded 
with ore. One well-placed shot in the “mul- 
cher” will disable its ship-munching jaws 
and leave its cargo floating in space for the 
player to pick up. One has a quota of ore 
to mine before being allowed to progress 
to the next level. There are three levels in 
all, with the final level being the hardest. 
Genus was thoughtful enough to leave the 
cheat keys in for those who will not be 
recompiling the programs (refer to the 
documentation). Space Miner is easily the 
most enjoyable game included and, after 
looking at the source code, the possibilities 
are endless: no enemy ships or mulchers, 
more lives and additional levels of com- 
plexity. Genus suggests making games 
harder with shorter-range torpedoes, smart 
bombs to blast all objects displayed on the 
screen, hyperspace with random reapn 
pearances (handy for those police patrols) 
and/or shields. 


Additionally, more experienced program- 
mers may create new levels, larger ore, 
bonus objects and digitize sound effects for 
their Sound Blaster cards. The speed of the 
game is machine-dependent, and can be 
adjusted with plus and minus keys, but the game timing is 
machine-independent — for example, police patrols come just as 
often and aliens fire at the same rate. The drawback to this 
game is the keyboard handler routine. It uses the keyboard buff- 
er and makes the game somewhat difficult to control — a joys- 
tick routine is needed here. 

This program illustrates the following game techniques: anima- 
tion, continuous images, image movement, multiple image con- 
trol, multiple video pages, timing and collision detection. Much 
can be learned from the source code of this onel 

Puzzler 

This game takes any .PCX image, either from a Genus .GXL 
library or by itself, and scrambles the image into a randomly 
placed matrix. The player clicks the left mouse button to select a 
piece and the right button to place it. This is interesting and fun, 
but it can be quite difficult — especially when two pieces look the 
same. Fortunately, the programmers at Genus have also in- 
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CREATIVE LABS 


NNUK turns your Dad’s bogus home box 
into a slammin’t full-on game system 
with a CD-RON drive for all the reddest 
games, a def-AI role-playing game 
and a 10-channel Sound Blaster card 
that’ll radically alter your mental state 
and keep your parents out of your room 
for weeks at a time. 


sotino 


The All-In-One Multimedia Solution For The PC 


/T CREATIVE 

1/VXuLTIMEDIA 

UPGRADE KIT 








O - 


MuIlimL-diQ PC ^ 

We're not copping to either one until we know who you are. 

Call 1-800-998-LABS and tell us. 





Review 


eluded a peek key to toggle the puzzle 
image back and forth. The puzzle can be 
rescrambled. 

This program illustrates the following 
techniques: scrambling an image, fast dis- 
play, dynamic mouse hotspots, wide 
video support and EMS memory support. 

Blackjack 

Blackjack consists of a single deck ver- 
sion of the game. The player begins with 
$2,500 in his/her pocket and the dealer, 

$10,000. The game ends when either the 
dealer or player goes broke or the player 
leaves the table. Winning hands include a 
“blackjack” and a “five card charlie.” 

GX Gaines Compiled 

GX Games is a product for both the programmer who has in- 
vested in one or more libraries of the GX Development series 
and wishes to learn some gaming techniques, and the gamer 
who has some programming experience and wants to know how 
games tick, as well as how to modify them. As such, it is a show- 
case for 2-D gaming possibilities and what can be accomplished 
with one’s programming language compiler and Genus libraries. 

The source code is well-written and extensively commented (in- 
cluding complete instructions on how to compile the source code 



with each of the supported compilers). 
The documentation, however, while com- 
prehensive in explaining what techniques 
are used in a particular game, should 
have more in-depth discussion of game 
programming techniques themselves. 3- 
D programs, joystick routines and the ad- 
dition of a Lode Runner-style game or a 
chess game would be most welcome ad- 
ditions to future versions of this product. 
As a game pack, GX Games is sufficient- 
ly entertaining, but its real value is as an 
educational tool for learning fundamental 
game programming techniques, caw 


/* Structures 

*/ 




typedef 

struct 

point ( 




int 

x; /* 

X coordinate */ 




int 

} POINT; 

y; /* 

Y coordinate */ 




typedef 

struct 

playerinfo ( 




int 

pot; 

/* Pot total */ 




int 

bet; 

/* Current bet */ 




int 

count 

/* Current count of 

cards 

(0-5) 

*/ 

int 

total 

/* Current total of 

cards 

(-21) 

*/ 

POINT 

pos ; 

/♦ Current hand position 


*/ 

int 

hand [MAXDEAL] ; /* Current 

hand 

*/ 



Sample of program llstirxg for Blackjack game. 
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Computers & Software 


Selectco4t at ^owedt 'Prcced- 

Toll Free Orders 
I -800-477-7706 

cMtfrlete 


Finest CHESSMASTER Ever! 



_THIi. 


PHESSMASTER* 

3000 

$ 36 . 9 " 


• Stronger Chess Engine than Chessmaster 2100 
• Best combination of chess play & learning 

• Learn chess rules & strategies* VGA graphics support 


Amiga Software 


Barbarian 2 $29.95 

Bards Tale 2 1 4.95 

Battle Isie 36.95 

Battle of Britain 20.95 

Birds of Prey 36.95 

Black C^pt CALL 

Civilization CALL 

Dark Man 30.95 

Das Boot Submarine. ,.36. 95 

Deluxe Paint 4 1 04.95 

Deuteros 37.95 

Dick Tracy 30.95 

Elf 29.95 

Eye of the Beholder,. ,.36. 95 
Eye of the Beholder 2 ..CALL 

F-15 Eagle 2 34.95 

F-16 Combat 14.95 

F-18 Interceptor 14.95 

Flight of the Intruder, ..35. 95 

Gateway to Savage 36.95 

Gods 37.95 


Hard Mova $30.95 

Harpoon 36.95 

Harpoon Challenger....55.95 
Harpoon Set 2,3 or 4. .20. 95 
Hound of Shadow ..14.95 

Hunter 37.95 

Indianapolis 500. ...36.95 

Kings Quest 5 35.95 

Lemmings 29.95 

Lemmings, Oh Mo More .20.95 

Megalomania 37.95 

Might 6f Magic 3 CALL 

Mavy Seals 26.95 

Perfect General 36.95 

Pools of Darkness. .36. 95 

Populous 2 CALL 

Powermonger 36.95 

Robin Hood 34.95 

Rules of Engagement. .36,95 
Secret of Monkey 236.95 
Shadow Sorcerer ...36.95 


IBM Software 


4D Boxing 

Battle isle 

.$30.95 
CALL 

Battleset 2,3 or 4 

...19.95 

Castles 

...34.95 

Chestmaster 3000 ... 

...36.95 

Civilization 

CALL 

Earl Weaver 2 

...30.95 

Eye of the Beholder 2 

CALL 

F-1 17A 

..46.. 95 

F-15 Eagle 2 

...34.95 

Falcon 3.0 

...39.95 

Hard Nova 

...19.95 

Immortal 

...24.95 

Jet Fighter 2 

...39.95 

Kings Quest 5 

...40.95 

L'Empereur 

...36.95 

Leisure Suit Larry 5.. 

...35.95 

Lemmings 

...29.95 

Lemmings, Oh Mo More . 

20.95 

Links 

...35.95 


Perfect General 

.$34.95 

PGA Limited tour 

...45.95 

Police Quest 3 

...35.95 

Pools of Darkness.... 

.. 36.95 

Powermonger 

....CALL 

Robin of the Hood ... 

...35.95 

Rules of Engagement. 

....36.95 

Secret of Luftwaffe... 

...41.95 

Shadow Sorcerer 

...30.95 

Shuttle 

....CALL 

Sim City 

...30.95 

Space Quest 3 

...35.95 

Spellcasting 202 

...36.95 

Strike Commander.., 

....CALL 

Terminator 

....CALL 

Ultima 6 

...43.95 

Warlords 

...29.95 


Lost Admiral 35.95 

Megafortress 36.95 

Might Magic 3 36.95 

Monkey Island 2 36.95 

Patton Strikes Back CALL 


Western Front CALL 

Where is Carmen Fast 35.95 

Willy Beamish 36.95 

Wing Comm. Miss I ....19.95 
Wing Comm. Miss 2. ...19. 95 
Wing Commander 2 ....44.95 

Xenocide 27.95 

Yeager Air Combat 36.95 


Strike Fleet 

...$26.95 

Street Rod 2 .... 

29.95 

Superfulcrum.., 

44.95 

Team Yankee... 

35.95 

UMS 2 

34.95 


37.95 

Warlords 

29.95 


7AQf> 



A500 

Ext- Drive $79.95 
Ext 612 K $36.95 


European Mags & 
Software Available 


Earl Weaver Baseball II 


Like They Play It in the Majors 

• Fully animated pitcher's windup — L 
and batter's swing 

• Choose lineups and managers from 
9 teams from 4 eras 

• 256 color MCGAA^GA graphics, 

Ad Lib «& Roland support. give all 
of baseballs sights and sounds 

• Accumulate stats and view 
boxscores for 
every game. 


$30.^ 



Electronic ARTS* 


JSTKS & Mice 


Advanced Gravis .$35,00 

Flight Stick 44.00 

Logitech Dexxa... .59.95 

Kraft KC5 18.00 

Microsoft Serial ...79.95 
Thunderstick 28.00 


Printers 


Citizen GSX 130 ....$259 
Citizen GSX 140+ ....299 
Color Option 45 

Adlib CALL 

CMS Chips 22.95 

Soundblaster.... 125.00 
Soundblaster Pro.. 185.00 


Terms: Shipping & Handling charges not included. Ail 
return items must have RMA# & subject to a restocking 
fee. Call for details. International and APO orders 
accepted. For customer service and tech support call 
(908) 542-8767. 
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TECHNOLOGIES INC. 


^y^dXthe Future Sounds Like 

STEREO ■ F/X "and VGASTEREO ■ F/X” 


Prepare yourself to be transported into a new 
universe of stereo sound. ATI STEREO ■ F/X and 
VGASTEREO ■ F/X multimedia sound adapters 
offer mind-blowing stereo acoustics that add a 
whole new dimension to "serious" DOS* and 
Windows* applications -and propel PC 
games beyond the bounds of imagination. 



Cosmic 'Coustics 

Forget the tinny, raspy, mono sound of older- 
generation sound cards. Our advanced 
sound filtering and 44 kFIz sampling rate 
produce cosmic CD-quality sound. And our 
stereo enhancement circuitry opens up the 
vastness of stereo space - even for existing 
mono applications. 



MIDI and MOUSE INCLUDED 


VGASTEREO ■ F/X 


Stellar Stereo 


STEREO ■ F/X and VGASTEREO ■ F/X include all 
the stellar sonic power you'll need: 1 1 voice FM 


synthesizer: digital sampled sound capability; 
a powerful 8 watt amplifier; stereo input and 
output jacks; MIDI interfacing; total software 
support, AdLib* and Sound Blaster* 
compatibility: and even a dual-speed 
with today's faster-than-light PCs. 








Galactic Graphics 

The VGASTEREO -F/X also includes full 
VGAWONDER XL* capability- with 32,768 
colors, high-resolution 1024x768 graphics, 
and a Microsoft*-compatible mouse. 

aWlNDOWSWORLD’92 
ATI multimedia stereo adapters. 3 qq|-j^ #W1808 
Don't get stuck in the past; 

the future of PC sound ATI TECHNOLOGIES INC. 

awaits you... azsi victoria Park Avenue 

Scarborough, Ontario 
Canada M1W3S2 
Telephone: 1416)756-0718 

User Support: (416)756-0711 
Facsimile: (416)756-0720 


Copyright (D 1991 ATI Technologies Inc. t Packaged separately and available at time of purchase. Limited time offer. 
Trademarks are registered by their respective companies. Features and specifications are subject to change without notice. 
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OPINION 


Scorpion ’s Viezu 

MindcrafVs 

Magic Candle II: The Four and Forty 

as told by Scorpia 





Scorpia is an experienced and 
respected adventure game expert 
CGW is pieased to be able to provide 
this forum for her distinctive and 
often controversial perspective. 


M agic Candle 11: The Four and 

Forty (Me II) Is the follow-up to the 
original Magic Candle (CGWs Role- 
Playing Game of the Year in 1989) and 
takes place ten years after the events of the 
previous game. During that time, the lands 
of Deruvia were thoroughly scoured of all 
traces of evil beings. With his homeland 
secured, King Rebnard then turned his atten- 
tion to the east, to the continent of Gurtex, 
a place laboring under the heavy hand of 
the demon Zakhad. 

Freeing an already subjugated land is not 
quite the same as kicking out unwanted in- 
vaders, and Rebnard begins to worry that 
he may have overreached himself this time. 
Fortunately, just when things seem darkest, 
along comes — you guessed it — Lukas, 
hero of Deruvia, ready for a new challenge. 

Actually, the hero can be Lukas or some- 
one else. You have the option of bringing 
your character (just Lukas) over from the 
original Magic Candle or starting up with 
one of five pre<reated characters, two of 
which are female. The character types are 
ranger, bard, and fighter (duplicated for the 
women, with the exception of bard). 

Regardless of type, all have spell-casting 
abilities, as well as fighting abilities. The 
main difference among the professions is in 
the starting values for various skills. The 
straight fighter, for instance, will have the 
best sword skill, while the ranger will be bet- 
ter with a bow. Read the character descrip- 
tions in the manual carefully to choose the 
type of character you want. 

While your hero arrives at Oshcrun Island 
alone, he or she won’t be lonely for long. 
Some familiar faces are around, like Sakar, 
Rimfiztrik, Efiun and Nehor, who are willing 
to join the quest. Other, new companions, 
such as Tuff the halfiing and Sir Gustrom 
the knight, are also eager to come along 
with you. 

In addition, there are the hirelings, NPCs 
who are in it strictly for the loot. On the 
other hand, they generally have superior 



Skills and are often worth fringing into the 
parfy|, iFor instance, Argus, sVaSable for hire 
at the Black Rooster in Telerrhain, is a darn 
good fighter. He’s very hai)dy td have aiong 
for a good stretch of the game. 

The major difference between com- 
panions and hirelings ir that hirelings never 
share any of their items. You can run a hirel- 
ing in combat just as you would a com- 
panion, but they will never, ever trade away 
anything they have. So, you must be care- 
ful about what you give them. You won’t 
get it back again later. 

Unlike the previous game, you can’t split 
the party into smaller, independent seg- 
ments. What you can do that you couldn’t 
before is drop people off for training or 
send them to specified locations. Then you 
can invite another character into the party 
to nil the gap. You can also dismiss charac- 
ters outright, if you don’t want them in the 
group any longer. Dismissed members will 
generally return to wherever you ffrst pick- 
ed them up, and can be invited back into 
the party if you want them again. 

You can keep in touch with absent party 
members by using a new item called the 
mindstone, magical gems that allow you to 
talk, in a limited fashion, to anyone else 
who also has one. [Ed: Sounds like some- 
one has been reading The Prophet of 
Lamath by Robert Don Hughes.] For ex- 
ample, if you have Sakar working away at 
the Metalsmith’s, you can call on him to 
see how much money he’s made so far. 
Then, you could tell him to either continue 
working, or go somewhere and wait for 
you. You can also contact dismissed mem- 
bers (if they have a stone), but you can’t 
give them any orders. 

Using the teieportal rooms has been im- 
proved. Now, you can use any code from 
any teleportal to get to a particular destina- 
tion. Once you know the code for a loca- 
tion (for instance, Oshcrun), it will work 
from all teleportals to take you there. 

Sleeping gods are back, but you may not 
care to waken all of them. Some are good 
or neutral, and will give your attributes a 
boost automatically when awakened. How- 
ever, there are evil gods now, and they 
aren’t quite so generous. These will 
demand a sacriffee of some kind in return 
for the beneffts they confer. One, for ii> 
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stance, wants you to hand over Brennix 
first. Since Brennix is the best magic sword 
in the game, you may be reluctant to 
agree. Fortunately, it isn’t necessary to 
wake up any of these evil gods; you can 
complete the game without obtaining 
whatever they have to give. 

On the magic front, three new speiibooks 
have been added: Felmis, Vannex, and 
Emenad. Felmis was written by Rimfiztrik, 
and comes with him when he joins your 
party. Emenad you get free of charge from 
Ziyx (he also gives you a free Demaro 
when you first visit him). To obtain any of 
the others, you will have to find people with 
magic books for sale. Save up for these; 
they aren’t cheap. 

In the meantime, if you need spells, there 
are a couple of Wizard Lodges where you 
can rent spiellbooks. You can memorize as 
many spells as you want, for a flat fee. This 
is more useful at the start, when you don’t 
have many books. Later, it’s better to have 
the books. 

Speaking of dungeons... as before, once 
they are cleaned out, they stay that way. 
This applies both to ambushes in the cor- 
ridors and nasty critters waiting in rooms. 
Therefore, you can do most dungeons in 
stages, coming out now and then to re-supp>- 
ly, without having to fight the same battles 
all over again when you return. 

The surface of Gurtex is a dangerous 
place, with plenty of enemy patrols march- 
ing around. Camping out in these environs 
isn’t recommended. Fortunately, there are 
Elden strongholds scattered across the con- 
tinent. These buildings are absolutely 
secure, and the party can rest in them safe- 
ly. Of course, you will have to find them 
before you can use them and they are not 
obvious until you’re right next to one. 

A new and welcome feature in the game 
is the note pad. This automatically records 
information you come across as you play, 
including: conversations, signs or scrolls 
you read and spontaneous comments 
made by party members. The notepads are 
saved to disk as plain ASCII files, so they 
can be printed off or reviewed with most 
any word processor. You can also control 
the level of detail recorded, ranging from ab- 
solutely everything to only the most impor- 
tant 
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Mapping is a iittle easier. Your hero has a 
map that displays the immediate area, 
either outdoors or in towns. However, in 
dungeons, blue pearls are once again neces- 
sary to get a picture of the current level. 
Fortunately, you don’t have to go looking 
for bowls; you can carry around a map 
flask in which the pearls are dissolved to 
provide the picture. You’ll need a good 
supply of those pearls, though, as the levels 
are larger now and you cannot see the 
whole thing with one pearl as you could 
before. 

Monsters are meaner and smarter than 
ever. The spell-casting critters have the 
same repertoire you do and they know how 
to use those spells effectively. Khazis, for in- 
stance, make themselves invisible at the 
first opportunity and then merrily cast 
Paralyze at you. If you’re not careful, a 
game restore will follow in short order. So 
don’t underestimate your opponents. 

Gameplay in general is much the same as 
before, and the interface has not changed 
very much. Mindcraft intended to have 
mouse support for MC II, but numerous 
problems forced them to drop it from the in- 
itial release. Naturally, you still expect to 
have to fight your way through monsters in 
the dungeons. However, the number of am- 
bushes in these places (usually several per 
level!), combined with the rooms you must 


pass through, turns fighting into a tedious 
chore. 

While there is a Sense spell that warns of 
nearby ambushes, it does not always work 
properly. The party might walk all unknow- 
ing into a nest of concealed monsters and 
be in very bad shape very quickly. Always 
have Gonshi, Nift, Mirget and Luffin active, 
as well as a magic shield at full strength 
when going through dungeons. 

The idea of using music as a weapon was 
a good one, but not well thought out. First 
you have to track down the individual 
songs that affect different monsters. Then 
you have to figure out which instruments to 
play them on, as each song only works 
when played on a particular instrument. 
Since bard skill is a big factor in the effec- 
tiveness of a song, trying to determine if 
poor results is related to low skill or wrong 
instrument makes the whole thing too com- 
plicated to bother with most of the time. 

Assigning party members to various tasks 
has its own difficulties. Whenever charac- 
ters are assigned, you must tell them where 
you want them to go if you aren’t there to 
pick them up later. Unfortunately, the only 
places they can be sent to are the Qden 
strongholds (and only the ones you know 
about). 

In Oshcrun, which has no monsters roam- 
ing the countryside, there’s no problem. In 


Gurtex, however, this can be trouble. A lone 
character trying to make his way to a stron- 
ghold (or dismissed and trying to get back 
to wherever he was first picked up) might 
be captured by an enemy patrol and sent 
to a dungeon. Then you have to decide 
whether or not you want to go rescue him 
(and that not knowing in which jail he’s 
stuck). 

That makes training outside Oshcrun 
rather dangerous. If you aren’t there when 
the training is completed, the character 
takes off immediately. This happened to 
me with Fiz. He was dropped off in 
Wanasol for library research training, while 
the rest of the group went around town 
doing other things. The party got back to 
the school about fifteen minutes after Fiz’s 
training ended. By then, it was too late. Fiz 
was already heading off to a stronghold. 
With his stealth of zero, capture was all too 
likely, so a game restore was in order. 

The notepad handling is somewhat crude. 
For one thing, you must save your current 
notepad independently of the regular saved 
game. It is all too easy to forget this, espe- 
cially since no warning is given when you 
quit This happened to me several times 
before I got into the habit of frequent note- 
saving, forcing a lot of back-tracking and re- 
doing of conversations. 

Also, there is no way to review an old pad 
from within the game. You can only scroll 
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OPINION 


through the notes of the current session. 
Lx>oking at anything prior to that requires 
exiting the game and puiiing the oid notes 
into a word processor. The best thing to do 
here is edit your oid note pads and print 
them off between sessions so you have the 
material handy. 

The ending is essentiaiiy non-violent (no 
big Foozle fight), but is handled in too low- 


key a manner. Instead of being spectacular, 
it is rather humdrum, taken care of more in 
words than action or visuals. After the 
fancy ceremonials of the original, this 
comes as a bit of a letdown. 

Overall, Magic Candle II is an uneven se- 
quel to the previous game. Many improve- 
ments have been made, and some good 
touches added. However, as noted, not all 


those improvements have been properly im- 
plemented and, with the excessive combat, 
makes the game irritating at times. More 
work is definitely needed in some areas. 

For all that. The Magic Candle II is still 
several cuts above the typical CRPG. If you 
enjoyed the first game, you are likely to 
have a (mostly) good time with this one, 
too. caw 


ilpdaU Information 

As I write this, the most current version of 
MC 11 is 1 .3. This fixes most of the problems 
noted above. Some have no fixes as yet, be- 
cause they occur randomly and Mindcraft has 
not been able to duplicate them. If you ex- 
perience any of the following (except the rarv 
dom ones), you should send your disks to 
Mindcraft for the upgrade (though the 
problems all have work-arounds of one sort or 
another, it’s best to play a clean version). 

Ziyx and the scrolls: There are four special 
scrolls in the game. You’re supposed to ask 
Ziyx about them and he tells you in which 
library you should do the necessary research. 
Unfortunately, the bug prevents Ziyx from 
recognizing the scrolls and he never tells you 
anything at all. Fortunately, there are only 
three libraries, so you can just try them one at 
a time until you find the right one for each 
scroll. 


Using the scrolls: Anyone in the party was 
supposed to be able to use the scrolls at the 
right moments. However, it turns out that only 
the hero (your character) can use the scroll. 

Kurgu and rubies: You practically get hit 
over the head with clues that Kurgu likes 
rubies. An unfortunate typo in the database, 
however, will keep him from accepting any as 
a bribe. The wrong item number was entered, 
so Kurgu will take a topaz instead. 

Senvara’s resting place: Senvara is a 
neutral goddess and worth waking up. How- 
ever, the directions to her abode are given 
wrong. She is SE of Pentyne, not NE. 

Barbarian camp: Before you enter the bar- 
barian camp, be sure your party is in the top 
two rows of the formation. The exit square 
was incorrectly placed and, if you have 
anyone in the bottom row, your party will just 
walk right back out into the wilderness when 
they try to enter the camp. 


Wearing food: This is one of the random 
problems, which seems to happen on the oc- 
casions when you sell food to make money. 
Your clothing disappears and is replaced by 
the food (the clothing is lost forever and you’ll 
have to buy a new suit). You are actually wear- 
ing the food. Fortunately, you can take the 
food off and then sell it (or keep it and use it 
as food). 

Wrong songs: Arrather random problem. 
Sometimes, when you learn a song, you get 
the wrong or>e in your repertoire. Usually, if 
you go back and ask about the song again, 
you’ll get the correct one. 

Keyboard lockups: Some people have 
reported occasional lockups of the keyboard, 
for no discernible reason. Your only recourse 
here is to reboot and restore to your most 
recent save, since the cause of the lockup 
(which does not happen to everyone) is un- 
known. 
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Notes From the Seventh International Conference 
and Exposition on Multimedia and CD-ROM 

by Chris Lombardi 




Sony announces its newest CD-ROM plat- 
form, the portable CD-ROM XA player. 


T he metaphor and motif for this 
year’s International Conference & 
Exposition on Multimedia and CD- 
ROM could not have been more ap- 
propriately chosen. Subtitled “Charting 
the Course” and abounding in 16th cen- 
tury artwork and symbols, it would have 
been impossible not to have drawn a 
comparison between the state of the 
world as known by 16th century 
European explorers and the current state 
of the CD-ROM/multimedia industry. Like 
the ships of yore, the vessel of the CD- 
ROM industry, bearing the shining 
figurehead of interactivity, has set out 
with vague, though hopeful, notions of 
what lies ahead. Like explorers of old, 
these new explorers have the backing of 
the “powers that be” in huge amounts of 
R&D doilars. And, just as the European 
hope was to find a short route to the 
riches of Asia, so the attendees of this 
conference hold to the dream of riches 
that lay on some uncertain shore. After 
seven years of searching and no land in 
sight, one might ask whether the treasure 
of Multimedia for the Masses is, like 
Coronado’s Cities of Gold, a product of 
an eager imagination. 

After seven years of conferences, re- 
search and hype, this conference found 


multimedia developers asking the same 
questions. The most popular issue was 
that of platforms and standardization. 

With nine major platforms (30 in total, ac- 
cording to one estimate), one must ask 
whether a single platform will rise to 
prominence and gain consumer backing. 
Ironically, every hardware manufacturer 
that spoke at the conference called for 
standardization among multimedia 
hardware while, at the same time, promot- 
ing their specific machine. Regardless of 
the confusion over standards and plat- 
forms, the general consensus seemed to 
be that no current platform is capable of 
competing with current media forms for 
the attention of the mass market. 

“Oh, Nol More Platforms I” 

Dr. Toshi Doi, Senior General Manager 
of the Sony Corporation, was one of 
many such hardware manufacturers to 
call for an industry standard. In a general 
session on platforms. Dr. Dol claimed 
that the industry must arrive at a CD- 
ROM standard by 1995, else the industry 
would fall into disarray prompted by inter- 
necine warring among “company egos.” 

In the same breath. Dr. Doi announced 
another independent CD-ROM platform 
to be added to Sony’s repertoire. The CD- 


ROM XA Player, a portable DOS-based 
machine, boasts 640K of RAM and a 320 
X 200 256<:olor display. With a tiny key- 
board and cursor pad mounted on a 7” x 
6” X 2" console, the unit will support full 
multimedia applications. 

Sony was also showing a number of 
software titles for their Data DiscMan 
unit. The “Electronic Book Player” uses 
8cm compact disks to display up to 
200MB of text and sound data. Among 
the 23 reference products already avail- 
able, including the King James Bible, dic- 
tionaries, travel guides and such, was 
their first entertainment product. Adven- 
ture 101 — Introduction to Tourist 
Traps, Dwarfs, and Chivalry. Adven- 
ture 1 01 , deveioped by Tsunami (the 
new company founded by Sierra alum- 
ni) is a “Choose-Your-Own-Adventure” 
type of book in which the reader makes 
pivotal decisions influencing the plot line 
and ultimate story outcome. 

Hollywood in Multimedia: A 
Title Role? 

Another hot topic in multimedia circles 
has been the question of Hollywood’s 
place in multimedia entertainment. This 
issue was taken up at a “Computer and 
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Home Entertainment" round table 
moderated by Peter Bart, editor of the 
Hollywood trade rag (or is that “trade 
bible?”) Variety. Mr. Bart’s opening 
remarks piointed the discussion toward 
the question of whether Hollywood was 
going to be the creative motivation be- 
hind the development of CD-ROM enter- 
tainment. 

Panelist Geoffrey Holmes of Time 
Warner felt strongly that Hollywood 
would not make the transition to the new 
media, citing resistance to change on the 
part of Hollywood creators and the 
prevailing attitude toward technology as 
primary road blocks. According to Hol- 
mes, the question Hollywood typically 
asks is “How can I use this new technol- 
ogy to do old things faster and cheaper?” 
Obviously, such is precisely the wrong 
type of question to ask of a new technol- 
ogy begging for a new art form. 

Mr. Holmes felt that the new developers 
of multimedia will need to be willing to 
get their hands dirty with the technology, 
a fact that will keep Hollywood types, 
who are used to having a “well 
developed user interface between their 
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in IBM's Illuminated Books. 


creative efforts and the underlying tech- 
nology,” away from this new field. He 
sees a new, younger creative class of in- 
dividuals, people without a history in pas- 
sive, linear, context-based art forms, 
emerging over the next ten years to drive 
the development of the New Media. 

Another panelist, Jim Monaco, was of a 
similar sentiment regarding Hollywood’s 


place in multimedia. He also expressed 
doubts about the prevailing view of the ul- 
timate mass market multimedia box, the 
“Ubiquitous Box,” as an interactive 
device with a single input button allowing 
users simple, binary choices. He sees the 
ultimate platform as an open-ended 
device like the home computer and not 
as a no-brain consumer electronics 
device. He finds the value of multimedia 
in providing people with tools for creat- 
ing their own multimedia experiences. 

Finally, David Londoner of Wertheim 
Schroder & Co., a Hollywood financial 
analyst, made the nay-saying of a Hol- 
lywood-led multimedia industry unani- 
mous. He sees very little consumer inter- 
est and investor value in the “Choose- 
Your-Own-Ending” sort of movies, citing 
that people are too entrenched in the pas- 
sive mode of movie watching. He sees 
the part of interactivity being played 
through cable television in the form of in- 
teractive home shopping networks, game 
shows, polling and programming. Rather 
than entertainment, Londoner sees the fu- 
ture of multimedia in education, “video 
games,” and in the archival of reference 
information. 
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Goodbye Chalkboard, Hello 
Motherboard 

Without question, the most exciting 
area of muitimedia deveiopment is in the 
reaim of education. Not oniy are refer- 
ence materials and hypertext education 
titles being produced in waves, but some 
of the best thinking about exactiy what 
can be done in the interactive environ- 
ment is being done by so-caiied “educa- 
tion p)eople.” These developers are 
moving beyond the excitement over the 
possibiiities of heaping huge amounts of 
data dressing in stunning graphics, 
sound and video on a chiid, and asking 
fundamentai questions about the interac- 
tive experience and how best to con- 
stmct interactive environments. The goal 
is to create software that wiil not oniy 
turn children into Jeopardy! champions, 
but aiso teach them to think, both linear- 
iy and associationaiiy. 

By far, the most interesting educationai 
project demonstrated at the show was 
the Illuminated Book and Manuscripts 
project. Sponsored by IBM and dev- 
leoped by AND Communications of Hol- 
lywood, CA, this project takes several 
classic literary works, Ulysses, Letter 
From A Birmingham Jail, Hamlet, etc, 
and wraps them in a rich hypermedia en- 
vironment. Just as the originai “ii- 
iuminated Books" of the pre-Gutenburg 
era added to the exp)erience of reading 
ciassic iiterature by the inclusion of 
another medium, namely pictures, so 
these iliuminated Books enhance the 
reading experience through pictures, as 
weil as fuli-motion video and CD-quaiity 
sound. More impressive than the video ex- 
cerpts from Hamlet or the impassioned 
readings of Martin Luther King were the 
anaiytical tools provided in the environ- 
ment. Pressing one “button” highiights 
the more difficult words in a passage, al- 
lowing the user to caii up definitions of 
those words with one click. Pressing 
another button highlights the materiai 
which requires a certain amount of cui- 
tural literacy for a fuil understanding. 

With a mouse ciick, one couid then draw 
up historical or allusary information to fili 
in the background context of a phrase. 

Yet another button highlights “items of 
issue," sections of the works that might 
be controversial. Clicking these “hot 
spots” provides video segments of com- 
mentators offering several different 
perspectives on the Issue In question. 

Add to this a very simple authoring en- 
vironment allowing students and teachers 
to construct their own multimedia presen- 
tations and you have a very promising, 
powerful product. 


Using Illuminated Books’ “Expanded Theme” 
feature, students can explore the cultural 
milieu that provides a book with its context. 

Another new group of edutainment tit- 
les on show was the Knowledge Adven- 
ture group of products. The three titles in 
the series (Knowledge Adventure, 

Sports Adventure and Science Adven- 
ture) all provide highly associative hyper- 
media environments for children (and 
adults) to explore. Knowledge Adven- 
ture allows its users to traipse through 
the scope of human ideas by referring to 
geographic or historical points and then 
sampling the art, architecture, literature, 
entertainment, geography, music and 
science of that particular place or time. 
Likewise, the sports program and the 
science program (narrated by the late Dr. 
Isaac Asimov) explore their topics 
through associational historical and 
geographic links. The Knowledge Adven- 
ture line comes on high-density floppies 
— no CD-ROM is required. 

Of related interest. Sanctuary Woods, 
a British Columbia-based producer of mul- 
timedia titles, announced that Shelley 
Duvall, actress and producer of HBO's 
Faery Tale Theatre series, would join 
their group and put her storytelling exper- 
tise to the task of developing children’s 
multimedia titles. 

What’s Entertainment? 

The session entitled “Success Stories 
from Entertainment and Games” was 
about the only forum in which voices 
from game companies could be heard. 
Lucasfilm, Tiger Media and Reactor 
each showed their CD-ROM titles and 
sang the woes of working with a brand 
new technology, 

Lucasfilm showed off their Secret of 
Monkey Island and Loom CD-ROM 
projects in progress. These titles, already 
“old news” among computer gamers, are 
being spruced up with speech and sound 
and thrown onto optical disks. Those 


who have been following CD-ROM sup- 
port recognize this as an industry trend. 
Many companies are porting old 
products to CDs (many with very few 
“multimedia enhancements”) and charg- 
ing exorbitant prices for them. It seems 
these are “success stories” only if they 
take advantage of CD-ROM owners who 
are parched for software to justify their 
hardware purchase. These companies do 
not yet want to invest the money and 
take the risk to produce a hot CD-ROM 
title. Yet it seems they can’t avoid losing 
money by releasing titles most gamers 
have already played. 

The real CD-ROM success stories are 
found with ICOM Simulations’ Sher- 
lock Holmes, Consulting Detective, an 
original CD-ROM product with 90 
minutes of full-motion (12-15 fps) video, 
and Reactor’s Spaceship Warlock, an 
adventure for multimedia Macintoshes; 
both original titles were designed around 
the new capabilities provided by CD-ROM 
technology. 

In other entertainment news. Philips In- 
teractive, developers of the CD-I plat- 
form, is releasing a title of interest. CGW 
was given a preview of their Lords of the 
Rising Sun project, which features full- 
motion video sequences with some of 
the more convincing original acting we 
have yet seen. The strategy and action 
elements of the game will be very similar 
to those in the original home computer 
product. 

Land Hoi 

The general tone of the conference indi- 
cated that mass market-oriented, optical- 
based, interactive entertainment is not 
going to happen any time soon. Yet, this 
is no reason for technophiles to despair. 
There are many companies committed 
to multimedia for the education and enter- 
tainment niche markets. In the months to 
come, MS-DOS- or Windows-based CD- 
ROM owners can expect more “multi- 
media enhancements” to DOS-based 
entertainment titles and even a few 
original titles from the likes of ICOM and 
Tiger Media. One can certainly expect 
more references, collections and educa- 
tion titles than one could hope to own. 
And, as the consumer base for DOS- 
based multimedia increases, it seems 
creators will be able to take more risks 
with their R&D money and try new pos- 
sibilities with the new technology. It ap- 
pears certain that CD-ROM will slowly be- 
come the standard for our little, though 
lively, industry and hobby, despite its 
failure to thrive in the current mass 
market, caw 
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Choose the Unsurpassed Clarity of Sprint Lo 








Sprint long-distance 
service just became more 
valuable - up to $140 
more! Now, when you 
switch your home long- 
distance service to Sprint, 
you can select any Sierra 
game, free] And after 
enjoying six months of 
high-quality long- 
distance connections , 
you'll receive a second 
Sierra game or one 
month of free long 
distance service.* 

Only Sprint can offer 


you a nationwide 100% 
digital, fiber optic 
network that provides 
the long-distance quality 
and reliability you need. 
Experience for yourself 
Sprint's "pin-drop" clarity 
that makes both your long- 
distance calls and PC 
data transmissions crystal 
clear and error free. 

But unsurpassed call 
and data clarity is just 
one of the many 
benefits you will enjoy 
as a Sprint customer... 


Save 20%, 2S% 
Even 30% over ATT 
With Sprint PL£/S*“ 

When you spend as 
little as $20 a month 
on long distance, you 
will receive automatic 
discounts of 20% over 
AT&T's basic rates on 
evening, night or 
weekend direct dial 
state-to-state calls. 
And 10% savings on 
your direct dial 
daytime calls. Spend 


more and you'll save 
more - as much as 
30% - without any 
monthly fees or 
calling restrictionsit 
No matter what your 
home long-distance 
needs are. Sprint has a 
service or calling plan 
that's right for you. 

Save on Long 
Distance When You're 
Away From Home, Too 

Sprint's FONCARD^“ 
travel card lets you 




ig Distance and Get Two Sierra Games Free!* 


continue to take advan- 
tage of clear calling and 
savings even when you're 
away from home. Plus 
FONG^RD is free, with cards 
available to every member 
of your family. 


At Sprint, we make no 
compromises when it 
comes to dependable, 
personal service - we do 
it all: operator services, 
directory assistance, 
customer service, even 


instant credit for wrong 
numbers. And we do it 
24 hours a day! 


service you want while 
getting two Sierra games 
you enjoy? 



Your satisfaction is 


guaranteed: we'll pick up 1 - 800 - 767^547 


the cost of switching your 


long distance to Sprint, 
and will even pay to 
switch you back if you 
are not completely 
satisfied. (Some 
restrictions apply.) 

So why not sign up for 
Sprint and receive the 





*0ffer valid only in the U.S. and for new Sprint customers. Not valid for FONCARD - only orders. Certain 
restrictions apply. Free month is up to $25 usage on 4th month invoice. 


tRate comparison based on Sprint PLUS rates (8/1/91) vs. AT&T basic state-to-state rates (7/1/91). 


clarity, savings and 
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diers were drafted. In the game’s context, the remnants of these 
different groups have banded together to face a new menace, 
Baron Czarny. 


The game has two updates from the original version. These are 
available from Paragon by contacting their technical support 
group. The first update fixes many “bugs" that are typical of first 
versions. The second update, called “The Colonel,” changes the 
entire graphic look of the game. The only drawback is the 512K 
expanded memory that it requires. The first update, however, 
does not require any expanded memory. 


Strategic Briefing 


Recruiting a team member is simple and straightforward. One 
selects the name, gender, icon, country and language to be 
spoken by the character (and it’s a good idea to cover all the 
major languages, if possible). Mext, players can assign attributes 
randomly or by allocation. Standard attributes like strength, 
agility, constitution, charisma, intelligence and education must be 
assigned. Then background skills are given, realizing that these 
will affect the career choices open to the character. Finally, basic 
skills are assigned and secondary activities are generated. Final- 
ly, war breaks out and the recruit spends one term or more in 
the armed forces. 


The player repeats this sequence until there are twenty mem- 
bers in the squad. When the player has finished generating char- 
acters, they can be assembled into a squad for use in playing the 
game. 


Th e Sun Sets in the Ea st 

Paragon Software's Twilight: 2000 

by J. D. Lambright 


As the leader of a band of warriors, the player commands a 
group of twenty characters in the course of achieving the game’s 

ultimate goal: destroying Baron Czar- 
ny and liberating Poland. One may 
choose to use either the default 
group provided with the game or cre- 
ate one’s own group via the charac- 
ter generation system, possibly the 
most outstanding system ever intro- 
duced in a computer game. In addi- 
tion, each recruit may be saved and 
printed out on hard copy. 


TITLE: 

Twilight: 2000 

SYSTEM: 

IBM 

PRICE: 

$59.95 

PROTECTION: 

Document Look-up 

DESIGNERS: 

Marc Miller, Mark 
Seremet, Paul Conklin 

PUBLISHER; 

Paragon Software 
Greensburg, PA 


I cicles of sweat caressed his face as he woke with a start 
and pulled his mistress, an M60 light machinegun, to his 
chest. The dreams had come again, the psychadelic rain- 
bow of bombs, destruction and death. He heard the banshee 
scream of the mortar and dived under his bunk Just as the 
north wall performed a parlor trick, transforming brick to 
dust 


Areas of Conflict 

One thing to consider in the make-up of the team is that not all 
of the available skills are needed in this game, though they may 
be used in subsequent games. Skills such as bow hunting and 
swimming are definitely not needed to win the game, though the 
default characters have these skills. This reviewer found that 
making the leader strong (I.e. with as many skills as piossible) is 
critical to success, since the leader will be involved with every 
mission. Squads use four team members per mission and other 
team members may be called up during the mission by using 
the walkie-talkie. In the case of an emergency activation, one 
member will have to be dismissed from the squad because four 
active members are the maximum allowable. 


Such is the world of man-to-man combat in Twilight 2000, a 
post-holocaust nightmare, carefully crafted by Paragon 
Software from the people and paper game of the same name. 
The locale of the game is Poland in the year 2000. World War III 
had broken out in 1995, starting as a conflict between the Soviet 
Union and China. As the battles raged, the conflict went nuclear 
in 1997. By 2000, most of the authority and formal governments 
had ceased to exist. Cantonment systems had taken their place 
and military units practiced forced recruitment in order to keep 
up their strength. Neither politics nor national origin mattered, sol- 


important skills include: rifle, pistol, heavy weapons, medical, 
language. Interrogation, gunsmith, tracked and wheeled vehicle, 
mechanic, foraging, hunting and fishing. Do not overlook the im- 
portance of initiative. In a battle of twenty-five against four, initia- 
tive often determines the outcome. Further, note that characters 
have a “load rating,” representing the amount each character 
may carry. This may be avoided by standing above an inventory 
item (these look like a suitcase) and using the inventory icon to 
pick up the items on the ground and place them into the inven- 
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THE GAME THAT PREDICTED THE COUP 
CHALLENGES YOU TO RUN THE SOVIET UNION. 


Its true. Crisis in the Kremlin" 
designed and programmed 
before the coup occurred, 
predicted an uncanny 
number of the coups events. 
The fall of the Communist 
Party. Gorbachevs mysterious 
“illness.” The dissolution of the 
Soviet superpower. Crisis in 
the Kremlin simulates 
Russia’s economic, political 
and social culture and 


challenges you to make it 
work. As you try to meet the 
objective of staying in power 
for 30 years, you’ll be kept on 
your toes by top Soviet 
officials, by live TV coverage 
that alerts you to the latest 
crisis — and even (nobody 
said it was going to be easy) 
your Russian mother. Good 
luck. Comrade President. 
You’re going to need it. 

Available for IBM and compatibles 



Spectrum 

A Division of Sphere, Inc. 2061 Challenger Drive, Alameda, CA 94501 


Circle Reader Service #80 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: 1-800-695-GAME (Orders Only) 
For technical questions and availability call; 1-510-522-1164 (M-F; 9am-5pm PST) 

Crisis In the Kremlin is a trademark and Spectrum HoloByte is a registered trademark of Sphere, Inc. All rights reserved. 
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tory. This method will allow one’s characters to carry up to 120 
kilos over their load rating. 

Players may also discover that speaking to NPCs can be dif- 
ficult. One must be facing the NF’C in an exact position for com- 
munication to be pxsssible. Often, none of the squad members 
speak the language and time spent waiting for another team 
member to arrive is time wasted. It is a good idea to make note 
of the spoken language of each town, since they will usually be 
visited more than once. 

Players should also consider the fact that the map is missing 
one town, Proszowice. It is located at the juncture of the moun- 
tain and road between Slominiki and Igoiomia. 

Attack I 

The game encompasses one year of game time, broken into 
fifty-two weeks. One mission per week is normal, with later mis- 
sions having two per week. The missions are three series of bat- 
tle types. Series one encompasses eight missions in the “Acquire 
Phase.” One starts out with an empty vehicle pool and must 
steal or retrieve vehicles. Smart players will have their characters 
carry tools for both wheeled and tracked vehicles during this 
phase, since their mechanics may be able to repair disabled 
vehicles for later use. 

Combat, of course, is common during 
this phase. When marching from town to 
town, attacks occur by either equivalent 
or superior scout teams. Upon complet- 
ing the mission and picking up the left- 
over weapons, however, it is possible to 
march from town to town and acquire as 
many weapons as one can carry. During 
these period, regular trips should be 
made back to the base to unload or get 
ammo. 

Mote that hidden supplies may be dis- 
covered during these missions by using 
the tactical mapper to see the supplies. 

They will be represented by brown dots 
on the screen. 

During these missions, one is finding friends, weapons, 
vehicles, food and fuel. The most effective weap)ons are the M60 
LMG and belt-fed grenade launchers (as opposed to the single- 
shot types). Exit the vehicle [xjol and place the character’s 
weapons on the ground. Then reenter the base to select other 
weapons. Upon returning to the outside, one can use the inven- 
tory icon to pick up the weap>ons, allowing one to be prepared 
for almost anything. 

Twilight 2000 does use a very simple method of play balanc- 
ing during these missions. When travelling on foot, one will have 
battles with other squads on foot. When in a vehicle, other 
vehicles will attack. One can often avoid these random attacks, 
however, by making small moves of ten kilometers instead of 
rapid mobilizations from town to town. 

The key to winning battles is primarily target discrimination. 
Maturally, an enemy with a 9mm pistol is not a threat compared 
to one with a grenade launcher or an AT-7 “Saxhorn." Further, it 
will often require the use of all available weapons to win the early 
battles, when the characters’ skills are still low. Fortunately, skills 
will improve with use and one’s gunsmith can improve rifles by 
using the basic tools when weapons and scopjes are in inventory. 

One important mle to be remembered is, “If a party member is 



in an untenable position, flee.” This will regroup the squad at the 
leader’s position. During this time, weapons may be reloaded all 
at once that would normally take a combat round to do the 
same thing. Save the game and then reenter interactive combat. 

After a battle, one must rest in the tent to cure injuries, it may 
take more than one eight-hour period to do this, but it will save 
having to carry around medicine and a doctor to administer medi- 
cal aid. 

Repair 

The next twenty-two missions constitute the “Powerbase 
Phase," in which one defends, helps, cures, discovers spies and 
rescues hostages in order to gain the loyalty of towns. Some mis- 
sions consist of treating sick or injured people. The doctor will 
either use the doctor’s bag or antibiotic to cure the townspeople. 
Note that there are never more than ten townspeople to cure. 

Baron Czarny is not idle either. He is in the same stage of the 
campaign. So, failure to complete a mission in the allotted week 
will result in towns being lost to Baron Czarny. 

Tanks come into play in this series and the MlAl is the best 
choice for protection and firepower. Use the radar to track 
enemies targeted for destruction and remember that a tank is 
not destroyed until it starts smoking. 

Until that time, they are still viable. One’s 
mechanic may repair and drive back the 
newly acquired tank on occasion and the 
townspeople regularly refuel one’s 
vehicle up>on completion of the mission. 
Also, some missions involve the rescuing 
of hostages. This requires one to travel 
to more than one town. Check fuel con- 
sumption and distance before setting out. 
Once out of fuel, one must hoof it. 

Defense 

The next twenty-odd missions constitute 
the “Defense FTiase.” Missions are ran- 
domly generated and some require two 
opjerations per week. The missions re- 
quire the defense of acquired towns and unsuccessful missions 
will result in a town changing sides. These missions involve 
destroying as many as five tanks and twenty-five foot soldiers to 
rescue the town. Note that it is not always advisable to follow or- 
ders to the letter. Sometimes the best defense is a good offense. 

The final mission involves the defense of one’s home base of 
Krakow. This will occur on December 30, 2000 at 6AM. It invol- 
ves two tanks and twenty-five foot soldiers. When completed, the 
game will end with the capture of Baron Czarny and a warning 
about the future. 

Debriefing 

Twilight 2000 is an excellent premise on which to build future 
games. The character generation and the PAL role-playing sys- 
tems could be used for any role-playing genre. Though the game 
itself can be very repetitious at times, it offers a lot to the con- 
sumer. It will not, for example, be completed in one weekend. 
Some battles have taken two or more hours In real time to play 
and were still lost! Twilight 2000 successfully demonstrates that 
Paragon Software is listening to their customers and learning 
what role-playing is all about. RPGers who like plenty of combat 
should find Twilight 2000 an excellent choice, caw 
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T he explosive sequel to 
Qateway to the Savaqe 
Frontier is here at last! 

Treasures of the Savaqe 
Frontier is a big, bold adventure 
that will leave you reeling! The 
award-winning game system used 
throughout SSI's famous gold-box 
series continues to evolve - new 
features abound! Movement and 
combat are now subject to the 
unpredictable effects of weather. 
Players can now interact with 
NPCs - they can even have 
romances! Plus, in some situations, 
combat reinforcement gives you 
extra help when you need it most. 

Transfer your characters from 
Qateway to the Savaqe 
Frontier or create new 5th level 
ones. You'll find much more to 
y explore - and the freedom to 
' explore it the way you want 
\ - as the Fderoes of Ascore 

attempt the impossible 
yet again! 


Adva^ed 

Dungeons^^ragons 


Volume n ut SSI's newest AD&D 
; . . ' gold-box epic! m 


coloi* 

CLU^OOK AVAILABLE 


TO ORDER: Visit your retailer or call 
1-800-245-4525 with VISA/MC orders 
(USA 8c Canada only), 
receive SSI's complete 
product catalog, 
send $ 1 .00 to: 

Strategic Simulations, Inc. 
'l l* 675 Almanor Avenue 
r Suite 201 

i ' Sunnyvale, CA 94086. 
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E very other issue, Scorpia enters 
the mail room in the back of the 
Scorpion’s Tale (that world- 
famous tavern of the mind) and 
answers readers’ questions with 
specific game hints. Readers who are 
offended by such assistance should 
avoid this location. In other words, 
turn the page now. 

Spring Is here, and I really have to do 
something about clearing some space in 
this room. Of course, I’ve been saying 
that for a while, and the place just keeps 
getting more and more crowded. (1 think 
it's got something to do with all those let- 
ters that keep coming in.) And with a 
bunch of new games just released, space 
is going to become a critical issue pretty 
soon. (Jrgg. Fred, I need a hand here. 
(Fred hands Scorp an “1 Hate 
Housework” button and grins fiendishly. 
Thanks a lot, Fred.) Anyway, while 1 ar- 
range for the forkli^, let’s get to the 
good stuff (while there’s still some room 
to maneuver in here). 

Eye Of The Beholden Some more 
hints toward those mysterious bonuses. 
On level 4, you need to be pushy. In fact, 
you may well find yourself going in 
circles, as it were. A good pull is also 
helpful. On level 5, look for the pantry. 
Too bad it’s empty. Maybe you can do 
something about that (what do pantries 
usually contain?). 

Eye Of The Beholder 11: Lots of let- 
ters showing up now on this game. One 
part that people are having trouble with 
is on the “nightmare level,” that Margoyle- 
infested section where you can’t rest. 
There is a room with pressure plates and 
a sign that reads, “You must leave many 
things behind.” That’s a tricky one. You 
do not have to weight down every plate. 
Remember, X marks the sfXJt. As for the 
moving pits that show up in some areas 
— Sony, you can’t turn them off. Really. 
The only thing you can do is time your 


moves to get across when the pits are 
shut. Watch carefully! 

LeChuck’s Reoenge: Secret of 
Monkey Island 11: It sure would help to 
have some near-grog, wouldn’t it? Too 
bad Kate isn’t feeling generous. Since 
she won’t volunteer any of the stuff, you 
have to do it the hard way (hard for her, 
that is — evil grin). Take a good look at 
those flyers she hands out, and think lard. 

Ultima VI: In a previous Mail column, 1 
mentioned at the end of a LIS hint that 
“you only have 30 days to get everything 
done.” Unfortunately, some people 
thought this meant you had 30 days to 
do the whole game (oops). My apologies 
to all who were misled by that one. Let 
me clear up the misunderstanding: it Is 
only after you accept the Amulet of Sub- 
mission from the Gargoyles that the 30- 
day time limit goes into effect. Before 
then, you have all the time you want to 
go running around in the game. 

Might S Magic III: For those who 
missed my warning in a previous issue, 
be extremely careful of what you touch 
inside the pyramids. Some of those crys- 
tals cause permanent aging. This type of 
aging cannot be undone, because actual 
time in the game has passed. So keep 
an eye on your characters’ ages when- 
ever you touch anything. If your people 
are getting older. It’s time to restore the 
game (unless, of course, you want to run 
around with a party of aged adventurers). 

Bane Of The Cosmic Forge: Some 
folks are having a hard time figuring out 
the location of the pirate treasure. It isn’t 
really too difficult. Shucks, it’s almost as 
easy as rolling off a log. And we all know 
how pirates and Jolly Rogers go 
together. Just be sure to investigate very 
thoroughly under the Altar of Ramm (if 
you haven’t been down there yet, worry 
about the pirate treasure later). 

Spellcasting 201: Returning to those 
frat initiation days of yore (or yours), we 


have the problem of the showers at Bar- 
maid G. It would be simple to fix the 
plumbing, if only Ernie’s glasses didn’t 
keep fogging up. Of course, he can’t see 
a thing without ’em, so taking them off 
won’t do. Bet you missed a spell some- 
where. Bet that spell is ali the way back 
at Sorcerer 0. Where? Heh, I’m not 
gonna tell. (What’s that you say? You haf 
vays of making me tock? Never!) 

Elolra II: One obstacle that you may 
have trouble with is a succubus in a 
bedroom. For that, you need some 
protection (look over the spell list). You 
also need some Intestinal fortitude. You’ll 
still conk out, but at least you’ll wake up 
again. Remember to search the room 
i>efore you leave. Then, you can deal 
with the toothy one in the attic. 

Willy Beamish: There are moments 
when t>eing a kid again has its difficul- 
ties. For instance, there’s a certain gang. 
Definitely, these pieople are not nice. You 
might long to pull out an Gzi to remove 
them from the scene [permanently. How- 
ever, Gzis (even in this day and age) are 
not standard equipment for nine-year- 
olds. Try a bomb instead. This may not 
be quite enough, though, so you may 
want to tell them to go soak their heads. 
Better yet, assist them. Then you should 
look tout de suite (French for “dam 
fasti”) for some assistance of your own. 

That’s about It for this look in the mail- 
bag. Remember, if you need help with an 
adventure game (please, no flight sim 
questions — I don’t do those games!), 
you can reach me in the following ways: 

On Delphi, visit the GameSIG (under 
the Groups and Clubs menu). On GEnie, 
stop by the Games RoundTable (type: 
Scorpia to reach the Games RT). By OS 
Mall (enclose a self-addressed, stamped 
envelope if you live in the United States): 
Scorpia, P.O. Box 338, Grade Station, 
New York, NY 10028. 

Until next time, happy adventuringl caw 
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TliUNDER Board. PC games like 

YOirVE NEVER HEARD THEM BEFORE. 


Lend us your car. And we’ll stuff it with a calibre of 
sound that’s ears ahead of the competition. 

Introducing Thunder Board'” from MediaVision. No 
other sound card out there today can soar to such incredible 
heights. Or plunge to such awesome lows. And 
Thunder Board’s dynamic filtering means dyna- 
mite .sound. Higher fidelity. Bigger ka-booms. 

And more bang for the buck. 

Our guarantee is that we put the quality where 
your ears are. And the money where our mouth is. 

In fact, we’ll refund your money if you don’t agree 
Thunder Board is the best sound board for your 
PC games. 

In addition, with Thunder Board you get three 
free PC action game samplers; Nova 9~ Lemming.s'" 
and Ix'xi-Crossr Plus, free Thunder Master"” software 
that lets you record and edit sound files with a Wave 
Form F.ditor. 

And Thunder Board is fully compatible with all the 


newest PC games. Plus 100% compatible with AdLib'” 
and Sound Blaster"” applications— to support the largest 
library of games possible. What’s more. Thunder Board 
has breakthrough features to let you break all the sound 
barriers. Like twice the Digitized Audio Playback 
and Recording Capability at an explosive 22 kHz — 
compared to the competition’s puny 11 kHz. 

Also, you get a squadron of powerful extras. 
Like a Joystick Port. Headphone Jack. An 11 
Voice FM Music Synthesizer that lets you score 
music as well as score points. And a Power Ampli- 
fier with built-in Volume Control, so you can 
have yourself a real blast— without blasting 
the neighbors. 

So take off— for a dealer near you. And go from 
static to ecstatic. 

Because, with 
Thunder Board, 
hearing is believing. 

Circle Reader Service #54 

Thunder Board.'” The Sound of Adventure. 

For the name of a Thunder Board dealer or simply some good sound advice, call Media Vision. 1-800-845-5870. 

MediaVision, 47221 Fremont Boulevard, Fremont, CA 94538. 510-770-8600, FAX: 510-770-9592 
MediaVision, Thuntler Board and Thunder Master are trademarks of Media Vision, Inc. All other trademarks and registered trademarks are owned by their respective companies. 
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Over There 


Binary Support 

by Paul Rigby 



Air Support 



Crime City 


I magine Psygnosis' Armour-Geddon. 
Then think of a similar game with 
rather more depth and tactical oppor- 
tunity. The second game would be 
Psygnosis' new venture, entitled Air Suf>- 
port. Set in the middle of the next cen- 
tury, Air Support initiates a campaign in 
which wars are fought via telecommunica- 
tions, using computer control from 
remote bunkers. The player is put in con- 
trol of an entire combat division, com- 
manding fighters, tanks, amphibious 
units, artillery and support vehicles. 

The entire conflict is viewed in close-up 
3D with optional overhead maps. There 
is the opportunity, however, for one to oc- 
cupy the participating vehicle on those 
critical missions on which one simply 
must take control. The specification 
looks impressive save for one important 
factor: the graphics are shown in wire- 
frame 3D (the same technology seen in 
the original Starglider). Psygnosis ar- 
gues that the design decision to stay with 
wire-frame technology was to ease the 
pain on the Amiga’s processor (the one 


and only release format at the moment). 
If an IBM conversion ever takes place, 
most observers would expect to see a 
386 polygon-filled option. Release is ex- 
pected as this issue goes to print. 

Hiii Street Biues, the license of which 
belongs to CJK outfit Krisilis, has been 
the center of a “You show me yours and 
I’ll show you mine" deal with American 
software house Digitech. The idea is 
that Krisilis would allow Digitech to 
publish Hiii Street Blues, Jahangir 
Khan’s Squash and Laser Squad in the 
USA and Digitech allow Krisilis to 
publish something calied Vikings fjords 
of Conquest plus two other unspecified 
games in the UK. 

The first Impressions game release 
this month is Air Bucks, a game which 
allows the player to build a worldwide air- 
line starting with a single Dakota and 
$100,000 in 1946. In this trading game, 
one can build up a fleet of aircraft, 
negotiate for landing rights at city air- 
ports, mn scheduled services and charter 
flights carrying passengers and/or 
freight. Decisions include flight planning 
and aircraft procurement (new ones ap- 
pear as technology allows), while piayers 
are being billed for: fuel, overhead, land- 
ing rights, stock exchange deais and so 
on. Reports and graphs aid planning and 
decision making. 

Air Bucks includes a random map gen- 
erator and 256 aircraft to control, plus 
their routes. Hmm, get the feeling this 
game should have been called “Airline 
Tycoon”? Release on Amiga, iBM and ST 
is scheduled for May (IBM: £34.99, 
Amiga/ST: £29.99). 

Impressions’ second game release of 
the month is an adventure game publish- 
ed on their new ‘If...’ label. Called Crime 
City, the player takes the role of an in- 
trepid Sam Spade-type character in the 
search for the killer, motive, murder 
weap>on and all that jazz. The game is 
very much mouse-oriented, with the main 
course of events cantering around a desk 
that contains a number of hot zones to 
transport the player to different modes. 
For example, the notebook offers a num- 
ber of names, addresses and phone num- 
bers while a map shows the whole city 
from which one can seiect locations to 
visit, interaction is based on clicking on 
one question from a choice from six or 
seven in a similar way to the Dynamix 
adventure games. Crime City Is out now 
for Amiga and ST. 

Three new CDTV titles have Just been 
released by Microdeal. Voice Master 
(£39.99) includes an interface and 
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Q: What is Impressions? 

A: Europe’s leading developer of 

Quality Strategy Gaines 

-- but why take our word for it? 


a string of excellent games to their credit” (Gamer) 

“one of the most important firms in the strategy genre” (Micro Mania) 

“Yet again Impressions have produced an astoundingly playable wargame” (Games Gazette) 

“What more can you ask for?” (Amiga Action) 

“Leading strategy publisher” (PG Review) 

“Wargame specialists” (ST Action) 


Look out for All-American strategy hits from Impressions 

Coming Soon! 

Impressions 

Committed to Excellence in Strategy Entertainment 
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microphone that plugs into the CDTV it- 
self (the parallel p)ort to be exact). The in- 
terface can only be used with other 
software, though, such as Joky Karaoke, 
Voice FX or Asterix & Son. Voice FX 
(£19.99) incorporates real-time voice 
changing software to use with Voice 
Master, eleven different effects are avail- 
able including pitch bend, pitch down, 
echo, reverb, etc. Music CDs can also be 
played from the Voice FX software so 
one can sing along with a favorite music 
artist. CD Remix 2 (£29.99) allows one 
to make a personal re-mix of any audio 
CD. The user can Jump around the track, 
overlay any of the more than 600 sound 
effects, speech or drum beats that come 
with this package. 

“Hurrahl” and “Lashings and lashings of 
ginger beer" and “Hurrah!” again and 
other spiffing phrases are p>art and parcel 
of Enid Blyton’s Famous Rue children’s 
book series. Oh yes, that series of books 
are well remembered — having just about 
the whole series during this journalist’s 
single-figure days. 

Any road up. The Famous Five — Rue 
on Treasure Isiand is a text/graphic ad- 


venture of the classic school from Enig- 
ma Variations that includes some in- 
triguing character handling, using a sys- 
tem called Worldscape. The game begins 
when Julian, Dick and Anne visit their 
aunt and uncle. This is the very first ad- 
venture, so they had yet to meet George, 
the tomboy girl and her dog Timmy. 
From there they worm their way into 
treasure island, full of stereotyped villains 
and secret caves. 

The game world is dynamic, which 
means that events move on while one 
waits. The player can TELL and SAY 
things as well as ASKing ABOUT things. 
Characters have their own special facets, 
so one can ask a character to perform 
an action. The player can also BECOME 
any of the Famous Five (except the 
dog). Each character has their own ad- 
vantages; Julian is strong while George is 
the best swimmer. One can even split 
the five up to explore several directions 
at once. This is essential to solve some 
of the problems. The parser is up to 
modem standards with linked sentences 
using AND, THEN and commas. Preposi- 
tions can be used to alter the meaning of 
verbs and group commands such as ALL 


and EVERYTHING are also included. Out 
now on Amiga, ST and C64, this is adven- 
ture is a real blast from the past. 

Incidentally, anyone who would like to 
contact me can do so on CompuServe 
(75300,1503) or by mail to 20 Malvern 
Road, Liverpool, England, L6 6BW. 

Please include three ‘international reply 
coupons’ if you would like a reply. 

Note: The above games, and any of the 
other games mentioned in “Over There” 
in past issues, can hie obtained from: 
Computer Adventure World, 318 Ken- 
sington, Liverpool, England, L7 OEY. 
Telephone: 01 144-51-263-6306. 

Premier Mail Order, Trybridge Ltd., 8 
Buckwins sq.. Burnt Mills, Basildon, 

Essex, England, SS13 IBJ. Telephone: 

01 144-268-590-766; fax: 01 144-268-590- 
076. 

Software City, Unit 4, BDC, 21 Temple 
Street, Wolverhampton, WV2 4AN. 
Telephone: 01 144 902 25304; 24-hour 
credit card hotline: 01144 902 25304. 

All of the above telephone numbers as- 
sume one can dial direct. If there Is any 
trouble, contact the International operator 
for assistance, caw 



Magic Tricks 
on 

your PC/// 

The only program 
in the world that 
can perform 
magic/// 


For the first time ever, your PC wiii amaze 
your friends with 5 stunning magic tricks, 
including mindreading, ESP, predictions. 
X-ray vision, and more. Easy to learn. 
Comes with instruction manual and props. 

$22 

-r$3 shipping/handling 

Makes a great birthday, Christmas, or 
back-to-school gift for the magician in your 
family. Ages 12-adult. 

Send check or money order to: 
MicroMagic Productions 
175 5th Avenue Suite 2625 
New York, NY 10010 
(212) 969-0220 

Requires IBM PC or compatible with VGA, 
EGA or CGA. Also: 10-trick Professional 
version ($48 + 5 s/h) and 1 -trick Demo 
disk ($3 + $2 s/h). 

Circle Reader Service #56 


SOUND MASTER. II 



• 100% AdLib’" Compatible. 

• Exclusive SMULATOR’" sound file 
conversion software. Operates 
"Sound Blaster" compatible titles, - 
WITH IMPROVED SOUND QUALITY! 

• VOICE COMMAND SOFTWARE. 

• Covox Voice Master®, Speech Thing® 
MIDI Maestro compatible. 

• 8 bit DMA sound digitizer. Sample 
rates to 25 Kbytes/sec with "direct to 
disk" record/playback options. 


The Most Compatible 
Sound Card In The World 

• MIDI Interface with simultaneous input 
and output. Includes PC-LYRA’" music 
composition software. 

• Audiophile sound quality. Low noise, 
precision engineered electronics. 

• 4-watt amplifier with volume control. 

• Extensive software tools, Including 
digital compression and editing utilities. 

• Supported by the largest library of 
software titles In entertainment, 
business, music, and education. 

• Dual 3-inch speakers, 6 foot MIDI cable, 
and internal speaker bypass included. 

• Made in USA by Covox - THE micro- 
computer audio specialist since 1975. 


Your Best Choice For Multi-Media Sound. 

ONLY $229.95 (plus $5 Shipping & Handling) 

ORDER HOTLINE: (503) 342-1271 Mon-Fri, 8 AM to 5 PM PST 
VISA/MC/AMEX phone or FAX orders accepted. NO CODs. 30 Day Money Back 
Guarantee if not completely satisfied. One year warranty on hardware. 

TRADE-UP OFFER: Your current PC sound card brand Is worth $$$ toward the purchase 
of a Sound Master II. Contact Covox for details. 

CALL OR WRITE FOR FREE PRODUCT CATALOG 


txn/ox INC. 675 Conger Street • 
Phone (503) 342-1271 • FAX 


Eugene, OR 97402 
503-342-1283 
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Command an entire Air Force in this 
sophisticated simulation of 
modern air warfare 


26 modern Middle East 
scenarios. 

Wide variety of modern planes. 

Satellite, radar & geographical 
maps. 

Combine resource management 
with strategic command. 

WW2 War Module due soon. 
Easy point 'n' click interface. 
256 colour VGA. 


GROUND STRIKE^ 
ARMOUR STRIKE 
ABORT MISSION 
TRANSFER BASE 


ACTIVATED 

REPAIR 

PATROL 

INTERCEPT 


AUTOLAUNCM: OFF 


onv ei 
eo : 


CnV CALM 


DATA 


Use advanced radar systems to plan combat missions 


Map showing extent of enemy radar 
coverage 


Ordering a Tornado to launch a Ground 
Attack mission is as easy as 
point and click! 


Impressions 

Committed to Excellence in Strategy Entertainment 
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A monthly survey of the readers of Computer Gaming World Magazine. 



Bestseller List 


Advertisement 


EAD TOP 25 

ENTERTAINMENT SOFTWARE TITLES 


PC Research Top Hits 

February, 1992 

Games (MS-DOS) 

Rank Title and Source 

1 Star Trek: 25th Anniversary (Interplay) 

2 Sid Meier's Civilization (Microprose) 

3 SlmClty (Maxis) 

4 SlmAnt (Maxis) 

5 Falcon 3.0 (Spectrum HoloByte) 

6 Eye of the Beholder It (Strategic Simulations Inc.) 

7 Secret Weapons of the Luftwaffe: Mission Disk II (Lucasflim) 

8 Police Quest 3 (Sierra On-Line) 

9 Links (Access) 

10 Leisure Suit Larry V (Sierra On-Line) 

1 1 Matrix Cubed (Strategic Simulations Inc.) 

12 The Secret of Monkey Island II (Lucasfilm) 

13 Chessmaster 3000 (Software Toolworks) 

14 Flight Simulator 4.0 (Microsoft) 

15 Secret Weapons of the Luftwaffe (Lucasfilm) 

16 King's Quest V' (Sierra On-Line) 

17 F-11 7 A Stealth Fighter 2.0 (Microprose) 

18 Super Tetris (Sp)ectrum HoloByte) 

19 Mike Dltka Ultimate Football (Accolade) 

20 Wing Commander II (Sierra On-Line) 

Games (Amiga) 

Rank Title and Source 

1 Team Suzuki (Gremlin) 

2 Spacewrecked (Gremlin) 

3 Populous II (Electronic Arts) 

4 Monty Python's Flying Circus (Virgin Games) 

5 Red Baron (Sierra OrvUne) 

Games (Macintosh) 

Rank Title and Source 

1 Flight Simulator (Microsoft) 

2 Spectre (Velocity) 

3 SlrrxAnt (Maxis) 

4 SlmClty (Maxis) 

5 V for Victory (Three-Sixty Pacific) 

Home Education (MS-DOS) 

Rank Title and Source 

1 Where In the World Is Carmen Sandlego? (Broderbund) 

2 Where In the U.S.A. Is Carmen Sandlego? (Broderbund) 

3 Mavis Beacon Teaches Typing (Software Toolworks) 

4 Hew Math Blaster Plus (Davidson) 

5 Reader Rabbit 1 (Learning Company) 

6 Reader Rabbit 2 (Learning Company) 

7 Where In Time Is Carmen Sandlego? (Broderbund) 

8 The Treehouse (Broderbund) 

9 The Playroom (Broderbund) 

10 Algeblaster (Davidson) 

This list is based on units sold by Software Etc., Babbages, Walden- 
software and Electronics Boutique. For more information, please contact 
PC Research at (703) 435-1025. caw 


This 

Mo. 

Last 

Mo. 

Type 

Title 

Publisher 

1 

2 

RP 

★ ★ No. 1 ★ ★ 

AD&D®: Eye of the Beholder II: Legend of Darkmoon SSf 

2 

1 

FAMILY 

The Chessmaster 3000 “ 

The Software Toolworks® 

3 

4 

GADV 

Monkey Island'" 2; LeChuck's Revenge LucasArls Entertainment'" 

4 

3 

EDUCATION 

Mavis Beacon Teaches Typing!'" V. 2.0 

The Software Toolworks! 

5 

7 

SIM 

Secret Weapons of the Luftwaffe Mission Disk #1 LucasArts Entertainment 

6 

5 

SPORTS 

! PGA TOUR® Golf 

1 

Electronic Arts® 

7 

NEW 

SIM 

Secret Weapons of the Luftwaffe Mission Disk #2 LucasArts Entertainment 

8 

11 

SPORTS 

Jimmy Connors Pro Tennis Tour 

UBl Soft 

9 

12 

SIM 

Chuck Yeager's Air Combat'" 

Electronic Arts 

10 

NEW 

RP 

Matrix Cubed " 

SSI 

11 

16 

SIM 

Harpoon BattleSet #4 

Three-Sixty'" 

12 

6 

SPORTS 

Earl Weaver Baseball'" II 

Electronic Arts 

13 

17 

EDUCATION 

Mavis Beacon Teaches Typing!'" 

The Software Toolworks 

14 

22 

FAMILY 

Grand Slam Bridge 

Electronic Arts 

15 

14 

SIM 

Secret Weapons of the Luftwaffe'" 

LucasArts Entertainment 

16 

21 

SPORTS 

PGA TOUR® Golf Tournament Course Disk Electronic Arts 

17 

9 

RP 

Might & Magic® III 

New World Computing'" 

18 

24 

SIM 

Harpoon Challenger Pak 

Three-Sixty 

19 

15 

SPORTS 

Tony La Russa's Ultimate Baseball' 

SSI 

20 

8 

SPORTS 

PGA TOUR® Golf Limited Edition 

Electronic Arts 

21 

NEW 

RP 

AD&D®: Shadow Sorcerer 

SSI 

22 

NEW 

STRATEGY 

Populous'" II: Trials of the Olympian Gods Electronic Arts 

23 

20 

SPORTS 

4-D Boxing'" with Tru-Motion'" 

Electronic Arts 

24 

23 

FAMILY 

Life and Death'" 

The Software Toolworks 

25 

NEW 

RP 

Prophecy of the Shadow " 

SSI 


RP = Role-playing SIM = Simulation GADV = Graphic Adventure 

- EAD Top 25 is based on the combined sales of all formats. 

- Titles on the EAD Top 25 reflect 90 day unit sales (ending 2/29/92) of EAD 
which distributes the products of 12 leading independent software publishers. 


‘Bard's TaU I 
Cfussmaster 
Dungeon fMaster 
‘Earf “Weaver 'BaseBad 
‘Empire 

J19 Stealth fighter 
^ettyshurg 


Computer §aming WorCcC’s of fame 


^unship 
fHarpoon 
“Kflmpfgmppe 
fKing's Qpest “U 
fKf-l “TanhiBCdtoon 


9dech Brigade 
fSdight & 9d^ic 
M.UX.'E. 
Bimtu 

BfiiCroad ‘Tycoon 


SimCity 
StarfRght 
Their finest Tbur 
“UCtima HI 
‘Uftima W 


UCtima “UI 
“War in fRpssia 
“Mng Commander 
“Wizardry 
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Guy Spy is a break-through in adventure 
featuring full-screen animated characters that 
completely under your control! Ninth over 1,500 frames of 
animation, five megabytes of graphic data and original music 
and sound effects, Guy Spy sets a new standard in adventure 
gaming excellence. 

As Guy Spy you are the government’s most trusted and daring counter- 
espionage agent. Intelligence reports confirm the evil Baron Von Max has 
located the legendary Crystals of Armageddon. N/ith the power of the crystals in the 
hands of this madman. Von Max will have everything he needs to fuel his ultimate 
weapon of mass-destruction... the doomsday machine. 

you must chase Von Max and his henchmen around the globe in a desperate bid to 
save the world from his evil plans. If you fail, there is no telling what kind of 
destruction Von Max will unleash on the world. Your orders are simple: stop Von Max 
at any cost... before it's too late! 



ReadySoft Incorporated 
30 Wertheim Court, Suite 2 
Richmond Hill, Ontario, Canada L4B 1B9 
Tel: (416) 731-4175 Fax: (416j 764-8867 
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‘Guy Spy* is a trademark of ReadySoft incorporated, copyright S>1991 ReadySoft Incorporated. 
ALL RIGHTS RESERVED. 




New Edutainment Column 


Beyond Carmen 


Real Edutainment Software for the *90s! 


by Sara Reeder 


CGW is expanding its continued com- 
mittment to edutainment products 
with this new monthiy coiumn. Now, 
parents wiil not have to wait for our pe- 
riodic round-ups and occcisional fea- 
ture reviews in order to guarantee that 
their children can have the same 
beneficial experiences from computer 
gaming that they do, fun and en- 
lightenment In the spirit of Words- 
worth ("The Child is father of the 
Man"), we present our newest feature. 

A s any mom or dad who has 

prowled the malls trying to find 
entertaining educational software 
for his or her kid can tell you, edutain- 
ment has historically been a good work- 
ing synonym for wishful thinking. Even 
the most casual observer (or bewildered 
parent) quickly arrives at the realization 
that the educational and entertainment 
software industries have spent most of 
the last decade on two mutually ex- 
clusive tracks: one making fun products 
that were sometimes, as an afterthought, 
sort of educational; the other making 
pedantic programs that sometimes, by 
sheer accident, were almost fun to use. 

For a lot of reasons having to do with 
demographics and the relentless march 
of technology, those days have recently 
drawn to a swift and unlamented end. 

For one thing, it is beginning to dawn on 
folks that the work of childhood is play 
and that games are an essential part of 
the learning experience. At the same 
time, a lot of game-playing parents are 
asking for programs that they can feel 
good about sharing with their kids. For- 
tunately, almost every major software 
publisher, on both sides of the fence, has 
begun to respond. 

Suddenly, after years of theoretical 
dreaming, the ’90s may finally be the 
decade that real, honest-to-goodness 
edutainment software comes into its own. 
There are a lot of interesting new 
products being published and many are 
actually being done well. This growing 
category combines the excitement and 
technical artistry of games with the most 
effective teaching strategies conjured by 
the education developers. 

This column is for all the parents out 
there who are hoping to see that happen. 
We will monitor the explosion of new 
computer experiences that are now avail- 
able to kids and deal with some of the 
larger issues and concerns that arise as a 
result. Since there are a lot of new ideas 
coming from a lot of different directions, 


Designasaurus II 

this column’s criteria for edutainment 
will be, by design, somewhat arbitrary 
and idiosyncratic: the products reviewed 
may range from bestselling traditional- 
type games to classroom programs that 
also happen to be available to parents 
and kids at home. A few of them may 
not even be games in the classical sense, 
but rather computerized toys that en- 
courage exploration and experimenta- 
tion. Basically, if it is fun and you are like- 
ly to learn anything from it, it is fair 
game for this column. At last, “edutain- 
ment” is more than a buzzword. 

It’s Not Easy Being Green 

This first column centers on greenware 
— one of the most engaging new genres 
to emerge from the edutainment market. 
It probably goes without saying that the 
very best way for kids to learn about the 
environment is to spend a lot of time out- 
side, getting plenty of first-hand interac- 


SimEarth 



The battle is over, flilosaurus is 
victorious! 

•Hosaurns devours the neat! 
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tion with it. Nevertheless, a complete un- 
derstanding of ecology also requires a 
working knowledge of geology, animal 
and plant biology, as well as meteorol- 
ogy — subjects that lend themselves fair- 
ly well to computer modeling, as well as 
to learning about anthropology and 
politics. The programs reviewed below 
give kids a variety of hands-on experien- 
ces in one or all of these areas, reinforc- 
ing strong environmental values along 
the way. The best news is that most of 
them coat the message with a powerful 
dose of fun. 

For the youngest kids. First Byte’s Eco- 
Saurus introduces the basics of respon- 
sible eco-citizenship. The game’s scoring 
system rewards the player for accomplish- 
ing three basic tasks: saving water, using 
electricity carefully and picking up recycl- 
able trash. (Now, if it could only teach 
them to pick up their rooms ....) Eco- 
Saurus will appeal most strongly to 
primary-schoolers who are already fans 
of Zug the Megasaurus or who have 
some other experience with First Byte’s 
talking games. The game is short — 
anywhere from under an hour if one is 
zipping around picking up trash and turn- 
ing off spigots, to three hours if one is 
taking the time to talk to the Eco Island 
inhabitants, as well as taking the scenic 
route through all the nooks and crannies. 
The graphics are charming, with large on- 
screen hot spots to make it easier for lit- 
tle hands to navigate, but anyone who is 
running a fast machine may Find that 
they have problems in getting the sound 
to load properly. Still, EcoSaurus is color- 
ful and appealing, while providing a 
potential springboard for some good con- 
versations about the larger effects of 
everyday actions. 

Dinosaur enthusiasts who are old 
enough to read well and play longer, 
more challenging games may enjoy 
Designasaurus II (Brittanica 
Software). Though the game’s scenario 
is probably more convoluted than it 
needs to be (a mad scientist has stolen 
the geneprints for a synthetic Gigantodon 
and used time travel to hide them in 16 
different times and places), most of the 
game involves helping an on-screen 
dinosaur survive long enough to com- 
plete the mission of finding a geneprint. 
Players can choose one of ten ever- 
popular dino classics (from tyran- 
nosaurus to pteranodon) or create a cus- 
tom beast in the genetic engineering lab. 
The kids 1 know who played the game 
thought the latter feature was the best 
part: not only did they get to decide what 
the critter looks like, which habitat it 
likes, what it eats and how it defends it- 
self, but they were also allowed to name 
it. The program also let them print out 
any of the real or created dinos (great for 
coloring), and included an order form for 
special transfer paper so they could stick 
their custom dino on a T-shirt. 

Once the dino is turned loose to search 
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The final battle! Krynn 
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New Edutainment Column 



Balance of the Planet 


for a geneprint, the object of the game is 
to keep her fed, watered, rested, safe 
from attack and, if all goes well, enable 
her to court another of her kind and raise 
a famiiy. Of course, it was a reptiie-eat- 
reptiie worid back then: if one’s dino is a 
carnivore, it wiil often take a fight to the 
death in order to get a decent meal. 

While there are few drops of blood shed 
during combat, the game spares sensi- 
tive young by never letting their dino die 
onscreen. Instead, when the health points 
are down, she gets very sick and is 
teleported back to the lab. 

The on-screen instruction scheme is 
direct and clear enough to keep parents 
or children out of the manual and in the 
game most of the time (though there are 
a few important interface points that are 
not expiained in either resource, iike how 
to scroll through the menagerie of exist- 
ing dinos). The 16 scenarios, each of 
which can be played through in a couple 
of hours, require a variety of different sur- 
vival strengths, so kids will come to 
know lots of different dinosaurs and learn 
the value of, say, endurance over fighting 
ability. Besides communicating usefui 
messages about ecological diversity and 
the role habitat plays in species survivai, 
the game is packed with good raw infor- 
mation about genetic adaptation, the 
food chain and paieontoiogy in generai. 

Given that Tanager Software got its 
start porting games for Electronic Arts 
and Accolade, it is not surprising that 
their The Secret Codes of C.Y.P.H.E.R. 
has the look and feel of a well-designed 
entertainment product. It is all there: well- 
drawn graphics, a real music score (by 
The Fat Man and Dave Warhoi, no less), 
an easy-to-use interface, competent and 
compiete documentation and enough in- 
tricacy of plot to keep anyone much 
over the age of 10 coming back for more. 

The object of the game is to solve 
cloak-and-dagger mysteries, using infor- 
mation about hundreds of different mam- 
mals as a means of agent identification 
and communication — sort of Carmen- 
Sandiego-meets-Marlon-Perkins. (There 
are also frequent cryptogram puzzles to 
solve, to exercise those reading skilis.) 
Completing the entire game can take 
weeks, but it is broken up into nearly 
200 small missions that can each be 
solved in one sitting or iess. Though the 
graphics get monotonous after a whiie, 
the game is brisk and varied enough to 
be easily addicting, and the kids wiii 
come away with a surprisingly deep 
knowledge of the habitat, physioiogy, 
diet and social habits of obscure animais 
iike the dugong and rock hyrex. The four 
ievels of piay make it accessibie for nine- 
year-oids and chalienging enough for 
Mom. Tanager is pianning C.Y.P.H.E.R. 
sequeis that use the same detective-story 
theme to teach other subjects as weii. 

Audubon Software's Audubon 
Wildlife Adventure programs are home 


versions of games originaily designed for 
ciassroom use, so they are more overtiy 
“educationai” than the others mentioned 
here. The ciassroom origins are readiiy 
apparent in the wonderful manuals, 
which each contain 20-25 pages of re- 
lated non-computer activities (games, puz- 
zies, craft ideas and information sources) 
to get the whole family involved and help 
foster long-term concern for wild animals. 

In Audubon’s Whalesl, players find 
themselves in a variety of scenarios in 
which they can sharpen wiidiife observa- 
tion and identification skiiis, learn about 
whale habitats and iife cycies, record 
whaie songs, participate in a beached 
whaie rescue and discover the (often dis- 
mal) history of human interaction with 
whaies. (Just for something different, 
there is also a scenario dealing with man- 
atees.) With the notable exception of the 
evocative sound score. Whales! generally 
lacks the high production vaiues found in 
more entertainment-oriented products, 
but the scenarios are weli-written and 
packed with information that wiil appeal 
to landbound middle-schoolers. 

Once, many years back, 1 spent nearly 
a year writing a (JS Forest Service ski 
area feasibility study — a once-in-a- 
iifetime job (or at ieast, 1 hope so). 
Audubon’s Grizzly Bears brought the en- 
tire aggravating experience back to life, 
in appropriately unreal CGA semi-color. 
Though the game follows the same 
scenario-based design as Whales!, its em- 
phasis is on balancing competing human 
interests and making wise land use 
choices for bear habitat. My own sense 
of deja vu became completely un- 
bearable (so to speak) while 1 was play- 
ing through the scenario in which my 
alter ego was working for an oii com- 
pany, working side-by-side with tiSFS 
bureaucrats and doing seismic studies 
(read: making big expiosions) in sensi- 
tive bear habitat. Whiie the kids wiil 
probably learn a fair amount about bears 
from this game, they are likely to learn 
even more about the Byzantine poiitical 
realities of American forest management. 
With only CGA graphics and no music, 
however, most parents wouid probably 


be better off taking the tykes on a hike in 
the nearest nationai park. 

Earthquest Explores Ecology by 
Earthquest is a Hypercard-based Macin- 
tosh product that defies description 
within any of the usual categories. It is 
an on-line interactive encyclopedia that 
presents a broad range of ecoiogical con- 
cepts in four distinct moduies. The Rain- 
forest and Eco-Simulator modules give 
demonstrations of things like seasons 
and climates, the water cycles, and the 
food chain. The Carrot Cruiser moduie of- 
fers a variety of mini-games that rein- 
force the information with mazes, quiz 
bees and sound identihcation. The fourth 
moduie, the Renegade Tour, is a game in 
and of itself, designed to give extra direc- 
tion to a kid’s expioration of the soft- 
ware. HyperCard 2. 1 is packaged with 
the program and users are encouraged 
to add their own information to the stack. 

There are some interface anomaiies 
that are not adequateiy documented in 
the manual, though an exp>erienced Mac 
user can probably figure them out with a 
few minutes of trial-and-error. It is the 
overall tone of ecology that makes it spe- 
cial: never pedantic or condescending 
and fuil of the wonder of scientific ex- 
ploration. it is a good investment for any 
family with kids over the age of nine. 

Maxis’ SimEarth has been reviewed, 
featured, profiied, advertised and bai- 
iyhooed to death on these and other 
pages. There is not much I can add to 
the aiready deafening roar of acclama- 
tion, except to say that it is some of the 
very best greenware going and a tremen- 
dously complex electronic laboratory 
wherein kids who already understand the 
basics of ecoiogy can try out that 
knowledge, stretch their Imaginations 
and get a smali taste of how hard it real- 
ly is to be God. 

The same can be said of Balance of 
the Planet by Chris Crawford Gaines, 
an information-rich strategy game that il- 
lustrates, in awesome compiexity, the 
relationship between human economic ac- 
tivity and planetary health. In Crawford’s 
model, the gamer’s only tool for chang- 
ing human behavior is taxation of nega- 
tive activities, like CFC generation or 
coal burning, or subsidy of piositive ones, 
like solar energy development or popula- 
tion control programs. The profound inter- 
relatedness of all the variables makes it a 
tricky game, dauntingly compiex for 
many aduits and potentialiy overwhelm- 
ing for kids beiow high schooi age. 

Next Issue: Everybody is doing “talk- 
ing books" these days and the next 
column is going to be an overview of the 
current offerings. One central question: 
How is sitting your kid down in front of a 
talking book on the computer screen dif- 
ferent than curling up in a big chair with 
Mom or Dad and a low-tech printed 
book? Look for some exp>ert opinion 
about this in the July issuel osw 
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Leave No (§tone Unhinged 

GbiSofVs Celtic Legends 

by Allen Greenberg 

F or certain game players, there exists no greater satisfaction 
than that which comes with poring over a prodigious tome 
of a mie book and sifting through endless lists of numbers. 

It is no secret, however, that the goal of many new software 
releases is no longer to please that elite, slightly eccentric group 
of players. For example, (IbiSoft recently introduced Battle Isle, 
a wargame which can comfortably be played with a joystick in 
one hand and a bag of chips on the other. That same company 
has also released Celtic Legends, a simple, yet imaginative, 
piece of strategy gaming that might also fall in the same cate- 
gory of “relaxed-ware." Were it not for one major flaw, Celtic 
Legends (Legends) would prove an Ideal simulation for even the 
most casual player. 


TITLE; 

Cehic Legends 

SYSTEM: 

Amiga 

PRICE: 

$49.95 

PROTECTION: 

None 

DESIGNERS: 

Pierre Eallard and 
Frederic Gaulbaire 

PUBLISHER: 

UbiSoft 

Sausalito, CA 


depending on the 
types of crea- 
tures within it, is 
allowed a certain 
number of moves 
between 
hexagons per 
turn. Lining the 

screen are informational displays, along with icons for issuing 
movement commands, building new fortresses, calling up 
detailed statistics or shifting from the strategic to tactical display. 

The tactical display is used for combat as well as spellcasting. 
This is a full-screen close-up of one hexagon from the strategic 
display, and is further divided into hexagons of its own. Framing 
the screen are the statistics for any individual character on whom 
the pointer is resting. Selecting a spellcaster calls up a series of 
additional icons that indicate the spells that character is able to 
cast. Pointing to an icon also gives the player a verbal reminder 
of the icon’s function. 


Its title notwithstanding, Celtic Legends contains not one refer- 
ence to the mythology of the Irish, Welsh, Scots or even the bas- 
ketball players from ^ston. Rather, the story takes place in the 
Actional land “Celtika” in which two sorcerer-generals are at war. 
The player. In the role of “Eskel the Good” magically generates 
and leads an army of allies against “Sogrom the Bad." 

Sogrom may be controlled either by the computer or a second 
human player. The action takes place on one of 23 islands in an 
archipelago, each of which features a different terrain that, of 
course, affects the level of difAculty of the confrontab'on. 

In a typical fashion, the solitaire game requires the player to 
score victories on the easier islands before he or she may 
choose to Aght on those which are more difAcult. In two-player 
mode, however, the gamers may choose any of the islands from 
the start. In both versions, players may elect to have the islands 
populated by ill-tempered, mutant savages. The savages bear 
equal animosity toward both good and evil sorcerers, and will 
Aght to prevent either side from gaining access to certain vital 
sources of magic. Although the opening levels of the game may 
be easily conquered, players will note that Legends increases in 
difAculty very rapidly. 

Graphically, Legends Is quite impressive. The strategic display 
includes an overview of the current island on one side of the 
screen and a close-up view of a player-selectable portion of that 
island on the other. For bookkeeping purposes, as well as for 
deAning certain special locations, the island is divided into the 
tradidonal hexagons of our wargame heritage. Each Aghting unit. 


Each on-screen Aghter is capable of activity-speciAc animation 
and the entire presentation can be quite interesting when magic 
and combat are involved. However, the number of animations 
may also be reduced by the player in order to speed game-play. 

Combat takes place one step at a time, as each combatant car- 
ries out his order as soon as it is given. Players have the option 
of allowing the computer to make all tactical decisions during 
combat, or making these decisions on their own. The different 
races of participating creatures each carry into the battle their 
own restrictions and talents, and this largely determines how an 
individual may be used. In addition, individual abilities improve 
as a character survives an increasing number of confrontations. 
Along with soldiers and magicians, Eskel's allies also include the 
congenial, yet deadly, Cyclops, as well as a race of semi-divine 
Archangels. Sogrom’s followers include the vile Orques and 
Skeletons, as well as the inUmidating Demons. The impartial 
savages also include a variety of creatures, including the mega- 
mutant, Minos. 

Magic energy is the most precious resource in Celtika and both 
leaders must Aght dearly for it. Certain outcroppings in the 
ground are the most abundant source of this power, and it is 
only here that Eskel and Sogrom may conjure new soldiers for 
their armies. Possession of these locations is an obvious ad- 
vantage in the war, but overpopulating them with defensive for- 
ces will cause nasty repercussions. When the savages are 
present, they will further complicate matters by defending the 
magic sources, and they must be defeated without the use of 
spells. The two leaders may also build, at great expense, fortres- 
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ses which act as less powerful sources of magic. An enemy may 
capture a fortress for its own use and occupation, but again, 
must do so without casting any spells. 

Because there are certain fighting conditions under which no 
spelis may be cast and because many spells affect the enemy’s 
ability to use magic, physical combat also plays an important 
part in Legends. The strategic combination of both types of as- 
sault is well-balanced in the game, as are the various types of 
obstacles with which players will need to contend. The mouse- 
based interface, along with some keyboard shortcuts, works ex- 
tremely well to keep the action moving at a comfortable pace. 

Indeed, the program is potentially quite enjoyable, until one 
makes the mistake of ojjening the instruction manual. Many poor- 
ly documented games have been im- 
ported from Europe, but none of these 
could hope to compete with the low 
standards set by the documentation in 
Celtic Legends. There is, of course, 
nothing new about pages of documenta- 
tion wasted on an inept story that has 
nothing to do with actual game-play, 
while certain important features which 
actually appear in the program go com- 
pletely unmentioned. To this. Legends 
adds sentences phrased in such broken 
English as to defy understanding. Made- 
up terminology appears throughout its 
pages, definitions for which are buried in 
text several pages following the actual 


use of the terms. The entire manuscript is then lovingiy gar- 
nished with spelling and grammatical errors. The disparity in 
quality between this piece of software and its documentation is 
so great that one cannot help but wonder if UbiSoft did not 
deliberately test Bishop Wilburforce’s famous analogy and at- 
tempt to produce it via simian transcription. 

In the hope that recreational computing will survive and 
flourish, those companies guilty of packaging their software with 
carelessly composed documentation must realize they are dis- 
couraging potential newcomers. Novices attempting to use 
Legends, ironically a very user-friendly piece of software, will like- 
ly be as intimidated by its confusing 25-page manual as they 
would by the most weighty rule-book that wargaming has to offer. 

Legends is supplied on two copy- 
protected disks. A third, formatted disk 
is required if a game in progress is to be 
saved. A full megabyte of RAM is recom- 
mended and the new 2.0 operating sys- 
tem is supported. Unfortunately, the pro- 
gram recognizes only one floppy drive. 

Legends is really a resp)ectable piece 
of work, one only hard-core strategists 
may wish to avoid. Those casual 
players who enjoy some depth to their 
simulations, without the danger of drown- 
ing, will probably have a good time with 
it. The instruction manual may be used 
to wrap fish, caw 
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CD-ROM Review 


The Mysteries of the Jewel-Case 

Three CD Tales of Murder and Intrigue for Multimedia PCs 




TITLE: 

Sherlock Holmes, Consulting Detective 

SYSTEMS: 

Multimedia IBM and Macintosh 


CDTV, T urboGrah(-1 6, 


and Fujitsu FM Towns 

PRICE: 

$69.95 

PUBLISHER: 

ICOM Simulations, Inc. 


Wheeling, IL 


T he metaphor and language of movie- 
making has long been in use in inter- 
active storytelling. From a software 
project’s organizational structure 
(producer, director, background painters 
and musicians) to the concerns of 
“camera" angles, cuts and, recently, 
spoken lines, adventure games have 
aspired to and moved toward a cinema- 
style interactive movie. These cinematic in- 
clinations have inspired the first software 
project that anyone unfamiliar with adven- 
ture games would truly call an interactive 
movie. Sherlock Holmes, Consulting 
Detective, a CD-ROM multimedia product from ICOM Simula- 
Oons (creators of Dija Vu and Shadowgate) is the first product 
structured entirely around full-motion video segments. With 50 
parts cast, 70 costumes designed, and 25 Victorian sets built for 
the shooting of the video footage, Sherlock Holmes, CD seems 
more a cinematic effort than a programming effort. 

Sherlock Holmes, CD is a collection of three murder mysteries, 
cut from Arthur Conan Doyle’s classic mold and told through 
strings of full-motion video clips. Each mystery is kicked off with 
a longer scene in which the premise of the case and leading 
suspects are introduced. From that point on, it is the player’s 
task to construct a viable, tryable solution to the case. 

The Tools of the Trade 

The gamers-become-sleuths have several investigative resour- 
ces available to them, accessed via a very clean, simple iconic in- 
terface. There is the newspaper (both a hard copy and an 
electronic copy), which the player can browse for relevant facts; 
Holmes’ files, containing background information on many of the 
well-known suspects; the Baker Street Irregulars, a network of 
street-wise eyes and ears that will do a little footwork on demand; 
and the Baker Street Regulars, a group of professionals who give 
advice within their various areas of expertise. Finally, players can 
access Holmes’ suspect directory, a complete listing of all charac- 
ters in the three stories. Players can choose to visit these in- 


dividuals in person, initiating a video 
clip of Holmes and Watson’s interview 
of the character. 

The interviews are carried out in the 
characteristic Holmesian manner; poig- 
nant questions with subtle undertones, 
and the occasional introspective pause 
and chin scratch indicating, “Cluel” Of 
course, there is the jabbing banter be- 
tween Holmes and Watson, which is a 
shade more good-natured than is nor- 
mal with the two (though Watson still 
consistently comes out on the 

The game is designed such that there is a single video segment 
for each suspect. One might expect that returning to a suspect 
after gathering a crucial clue might change the tone of a 
suspect’s song. This is not the case as all clue synthesis, which 
typically blossoms into Holmes’ brilliant deductions, is left to the 
player. Fortunately, In these cases, an inhuman eye for detail 
and a godlike sense of intuition are not required (not to say that 
the cases aren’t challenging). 

When players feel they’ve gathered enough data to nail the 
culprit, they may visit the court, where they are administered a 
multiple choice exam by the justice. If players have their facts 
straight, they are treated to a full explanation of the case by Hol- 
mes and given a score based upon the number of resources 
used to solve the case. 

Art for Game’s Sake 

Artistically, Sherlock Holmes, CD is unlike any entertainment 
software on the home computer. The full-motion video clips, 
some of which run several minutes long, seem to run near stand- 
ard video resolution (actually they run at the equivalent of 15 
frames per second). These clips are interspersed with flavorful 
pencil sketches in an appropriate courtroom-artist style, creating 
a rich visual effect. The setting, casting and acting are all of a 
low-end television production quality (with only one or two cases 
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VALUE, INTEGRITY, KNOWLEDGE 


VIKING RATINGS 


Ultima Underworld A+ 

Civilization A+ 

Planets Edge B 

Magic Candle 2 B 

Buck Rogers 2 C 

Treasures Savage Frontier B+ 

Lost Treasures of Infocom A 

Road to the Final Four C- 

Eye of the Beholder 2 B 

Secret of Monkey Island 2 B+ 

Dusk of Gods B 

Star Trek A- 

Third Reich C+ 

Aces of the Pacific A+ 


ADVENTURE / ROLE PLAY 


STRATEGY 


PAST 



FUTURE 



IBM 

AMI 


IBM 

AMI 

Bard's Tale (Const) 

35 


A.G.E. 

May 

May 

Black Crypt 


34 

B.A.T. 2 


May 

Castles 

36 


Battletech 2 

33 


Castles N. Camp. 

19 


Buck Rogers 

15 

33 

Celtic Legends 


May 

Buck Rogers 2 

34 

34 

Champions Krynn 

34 

34 

Breach 2 

21 

34 

Conquest of the Longbow 

42 


Dune 

Spring 


Curse Azure Bonds 

34 

34 

Epic 


Spring 

Dark Lands 

43 


Elite Plus 

19 


Death Knights Krynn 

34 


Free D.C. 

40 


Dusk of the Gods 

38 


Hard Nova 

34 

34 

Eye of Beholder 

34 

34 

Jonny Crash 

Fall 


Eye of Beholder 2 

38 

38 

Mantis Fighter 

May 


Flag 

May 

May 

Martian Memorandum 

38 


Gatewy Savage Frontier 

34 

34 

Megatraveller 1 

15 


Heimdall 

June 

42 

Megatraveller 2 

39 

Spring 

Kings Quest 5 VGA 

42 

39 

Megatraveller 3 

Fall 


Kyrandia 

June 

June 

Nova 9 

25 


Legacy of Necromancer 

May 

May 

Planets Edge 

38 


Lord of the Rings 

36 

36 

Rise of Dragon VGA 

39 

39 

Lord of the Rings 2 

36 

36 

Rules of Engagement 

39 

39 

Magic Candle 2 

39 


Space Quest 4 

42 

37 

Martian Dreams 

39 


Spec. Ops 2 (Wing. Lo 2) 

27 


Might & Magic 3 

39 

39 

StarFlight 1 

19 

34 

Orbitus 

32 

38 

StarFlight 2 

19 

34 

Pirates 

15 

15 

Star Trek 25th Anniversary 

36 


Pool of Radiance 

34 

34 

Twilight 2000 

32 Summer 

Pool of Darkness 

39 

39 

Twilight 2001 

Jan 93 


Rampart 

28 

28 

Ultrabots 

May 


Realms 

May 

May 

Wing Commander 

45 


Secret of Monkey Island 

37 

37 

Wing Co. Seer. Miss. 1 

21 


Secret of Monkey Island 2 

39 


Wing Co. Miss. 2 

21 


Secret Silver Blades 

34 

34 

Wing Commander 2 

47 


Siege 

38 


W/C Spec Ops 

27 


Spellbound 

Summer 


Speechpak 

15 


Tales of Magic 

39 


Wasteland 

19 


Treasures Savage Frontier 

34 





Ultimas 

42 





Ultima 7 

Ultima Trilogy 2 

47 

47 


HINT BOOKS 


Ultima Underworld 

47 


AD & D Clue Books 

10 


Uncharted Waters 

43 


Chuck Yeager Handbook 

15 


Wizardry 6 

39 

39 

Dynamix Hint Books 

10 


Wizardry 7 

May 

May 

Eye of Beholder 2 

12 





Gosselin Hint Sheets 

8 





Gosselin Char. Edit 

15 


PRESENT 


Lord of Rings 

Lucasfilm Air Combat 

10 

16 


Buzz Aldrin Space 

June 


Harpoon Battle Book 

19 


Crisis in Kremlin 

38 


Might & Magic III Hint 

15 


D/generation 

34 


Railroad Tycoon 

12 


Elvira 1 

43 

43 

Run 5 Magazine 1-16 

5 


Elvira 2 

43 

43 

Seria Hint Books 

8 


Heart of China 

37 

37 

SIM Earth 

19 


Indy Jones Atlantis 

May 


Wing Commander Hintbook 

15 


K.G.B. 

Sep. 

Sep. 

Wizardry 6 Hint Book 

12 


Leisure Suit Larry 5 

42 

38 




LostTreas. Infocom 

46 





Oh No! More Lemmings! 

Jaws of Cerberus 

22 

43 

22 

43 

HARDWARE 


Lost in L A. 

36 


Ad Lib 

79 


Police Quests 

42 

37 

Ad Lib Gold 



Rocketeer w/Sound 

42 


1) PC 1000 

Spring 


Savage Empire 

39 


2) T2000 

Spring 


Sea Rogue 

May 


Ad Lib (Micro Ch) 

145 


Spell Casting 201 

39 


Soundblaster (Pro) 

190 


Strike Commander 

Sept 


Soundblaster (Micro Ch) 

225 


Willy Beamish 

42 


Gravis Eliminator Card 

29 





Gravis (Joystick) 

39 

34 




CH-Flightstick 

49 





Champ Joystick 

10 





Pro Audio Spectrum 

239 





Thunderboard 

99 





Thrustmaster 

79 




1 

Thrustmaster Weapons 

79 



PRE WW II 


MODERN 



IBM 

AMI 


IBM 

AMI 

Bandit Kings China (KOEI) 

39 

39 

Adv. Tac Air Com. 

Summer 


Battles of Napoleon (SSI) 

36 


Avenger A-10 

Summer 


Civil War Vol.l(SSG) or 2 or 

3 25 


Chuck Yeager Air Combat 

39 


Genghis Khan (KOEI) 

37 

37 

Conflict Korea 

37 


Gettysburg (SSI) 

39 


Birds of Prey 


34 

Gold of Americas (SSG) 

25 

25 

Brigade Commander (TTR) 


31 

Grand Fleet (SIMCAN) 

39 


Brigade Commander Disk #1 


21 

L’Empereur 

38 


Conflict Middle East (SSI) 

39 

39 

Medieval Lords (SSI) 

39 


F-117A Nighthawk (VGA) 

43 


No Greater Glory (SSI) 

43 


F-15 3 

Fall 


Nobunaga's Amb. 2(KOEI) 

39 


Falcon 3.0 

45 


Prelude to Jutland (GQ) 

29 


Flight Sim 4.0 

39 


Red Baron VGA (DYNAMIX) 

42 

37 

Gunship 2000 (MICROPR) 

38 


Romance 3 Kingdoms 2 

42 

42 

Harpoon v.1.2 (360) 

33 

33 

Sons of Liberty 

19 


Harpoon #2 Or #3 

20 

20 

Warlords/Enhanced (SSG) 

32 

32 

Harpoon #4 

22 

22 




Harpoon Seen. Edit. (360) 

28 

28 




Harpoon Challenger Pack 

43 

43 

WORLD 

WAR 

II 

M-1 Tank Platoon (MICROPR) 
MBT Centr. Germany (S C) 

36 

39 

36 

39 

Aces of the Pacific 

42 


MBT Middle East 

39 

39 

Action Sta. Data 

17 

17 

MBT North Germany (S C) 

39 

39 

Action Stations V. 3.2 

32 

32 

Megafortress (360) 

39 


Air Raid Pearl Harbor (GQ) 

29 


Megafortress Mission Disk #1 

24 


B-17 Flying Fortress 

Summer 


Partriot 

December 


Banzai (GQ) 

29 


Red Storm Risin. (MICROPR) 

19 

19 

B. Tank Barbarosa (S.C.) 

39 


Shuttle 

37 


Bismarck (GQ) 

29 


7th Fleet (SIM CAN) 

39 

39 

Carrier Strike 

42 


Team Yankee (EUROPEAN) 

39 

39 

DO 335 

20 


Team Yankee 2 


32 

Fleet Med (SIM CAN) 

39 

39 

Thunderhawk 

37 

37 

Halls Montezuma (SSG) 

25 

34 




HE 162 

Heroes of the 357th 

20 

April 


GENERAL 


In Harm's Way (SIM CAN) 

39 

39 

A-Train 

April 


Malta Storm (SIM CAN) 

39 

39 

Civilization 

38 


Mariana's Turkey Shoot 

29 


Command HO(MICROPL) 

34 


Midway (GQ) 

29 


Global Conquest 

28 


MBT Kursk (SIMCAN) 

39 

39 

Lost Admiral 

38 


Pacific Storm (SOLOM) 

39 

39 

Perfect General 

38 

38 

Panzer Battles (SSG) 

25 

32 

Perfect General WW II Disk 

22 

22 

Patton Strikes Back (6ROD) 

28 


Populous 2 


39 

Perfect General WW II Disk 

22 

22 

Populous World Editor 


15 

Rommel N. Africa (SSG) 

28 


PowerMonger (E.A.) 

34 

34 

Second Front (SSI) 

39 

39 

PowerMonger VilW 1 Disk 


22 

Secret Weapons Luft. 

44 


RailRoad Tycoon 

34 

34 

P-38 (LUCAS) (SWOTL) 

20 


SimAnt 

38 

38 

P-80 (LUCAS) (SWOTL) 

20 


Sim City (MAXIS) 

34 

34 

Silent Service 2 (MICROPR) 

36 

36 

Sim City Ter. Edit. 

15 


Their Finest Hour/Battlehawks 

44 

19 

Sim City Graphic Set #1 or #2 

23 

23 

Third Reich 

August 

28 

Sim Earth 

45 


Typhoon of Steel (SSI) 

17 

39 

Sim Life 

Summer 


V for Victory 

Western Front 

Summer 

39 


SPORTS 


SCI-FI 


4-D Boxing 

Chessmaster 3000 

34 

34 

34 

Armada 2525 

34 

May 

Commissioner's Disk 

22 


Breach 2 

21 

34 

Hockey League Simulator 

28 

28 

Imperium (E.A.) 

28 

28 

Jack Nicklaus Signature Golf 

May 


Reach for the Stars (SSG) 

28 

28 

Jack Nicklaus Unltd. 

39 

39 

Robosport 

38 


Links 

39 

39 

Rules of Engagement 

39 

39 

Links Disks 1-6 

16 ea. 


Second Conflict (Windows) 

34 


NCAA College Football 

37 




NFL Pro League 

47 



1 









Tony LaRussa 

34 


MAY SPECIALS 


LaRussa AL or NL Stadiums 

15 





LaRussa Great Teams ’01-' 68 

15 





LaRussa Fantasy Managers 

15 


Buck Rogers 

15 


LaRussa Classic Stadiums 

15 


Champ Joystick 

10 


Micael Jordan Fit. 

42 


Dragon Strike 

15 


MLBPA Stats '90 

15 


Typhoon of Steel 

15 


Wayne Gretsky 2 

36 

36 

War of the Lance 

15 


Weaver Baseball 2.0 

34 





World Curcuit 

Summer 

34 



ACES OF 
THE PACIFIC 

by Dynamix 

From the designer of Red Baron 
now comes the ultimate in WW II 
Pacific theater flight simulators! 
Containing a trace of roie-playing, 
one can be either an American or 
Japanese fighter pilot from ’42 on. 
Score kills, gain rankand earn deco- 
rations. This simulator will easily 
be one of the top products ever! 

IBM $42 



CARRIERS AT 
WAR 

Finally, after all these years, (?) the 
ultimate WWII carrier battle game 
is available forthe IBM. Will include 
the battles of Pearl Harbor, Coral 
Sea, Midway. Eastern Solomons, 
Santa Cruz and the Marianas Tur- 
key Shoot. 

IBM $37 

Hopefully in 
June '92 


FREE! 


Shipping on orders of 
2 or more games! 


SAME DAY SHIPPING depending on availability. Hours: Mon-Fri 
lOam-lOpm Eastern (6am-7pm Pacific). UPS $4.00 (AK & HI = $11) 
COD $8.00. Second day air: $2.50 extra. SHIPPING OUTSIDE OF 
U.S. is $7 & UPS Foreign available. UPS OVERSEAS: 3 day shipping 
time! Prices are subject to change so please call first! 

PHONE (404) 840-7906 24 HR. FAX Line: (404) 840-7925 

TOLL FREE: 1-800-875-7906 or 800-852-6187 


For information and release dates l-(404) 840-7906 
To place orders, call l-(800) 852-6187 

2890 LAKE COLONY DRIVE, SUITE 12, NORCROSS, GA 30071 
Please Note NEW PHONE NUMBER! Please Have Credit Card Ready! 

Now Open Saturdays 10-5 for Your Convenience 
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CD-ROM Review 


of overzealous acting), equal to an 
average public television production. The 
sound track, with theme music, back- 
ground sounds and scene ending fan- 
fares, fills out this very solid effort. 

Issues in Interactivity 

With its novelty and high production 
value, the case for Sherlock Holmes, CD 
opened and shut. Unfortunately, there 
are a few loose ends that must be ad- 
dressed. 

Sherlock has failings where nearly all 
adventure games and interactive stories 
are weak, that is, in replayability. This is 
an issue that creators of interactive movies must solve or justify 
if they wish to be successful in the future. Replayability isn't 
much of a problem with current adventure games because 
gamers have come to expect it and are willing to pay for a future 
“dust-gatherer” if the game gives an adequate amount of play 
time (somewhere around 30 hours minimum?), it becomes more 
of a problem with interactive movies like Sherlock, in which the 
three mysteries can be played through in a couple of sittings 
with little provision for replayability. The Sherlock design tries to 
encourage replay by giving the player a score upon completion 
of a case and challenging the player to best the fictional score of 
Sherlock Holmes, but anyone with adventure game experience 
will recognize this as a weak solution. Replaying a linear 


storyline, especially a mystery story in 
which one already knows whodunit, is an 
exercise in tedium that few will be willing 
to endure for the sake of an incentive as 
contrived as this. One should give the 
designers’ effort points for recognizing 
and attempting to address the problem, 
but their solution just isn’t adequate. 

Concluding Statements 

The question is, then, whether Mr. T. 
Reviewer gives the software a recommen- 
dation or not. In the case of Sherlock 
Holmes, CD, he does with qualifications. 
This is a ground-breaking product with 
whiz-bang technology that demonstrates 
the full potential of multimedia. Players can expect a brief, lively, 
and charming burst of entertainment out of the game, and per- 
haps 6 to 12 months of gee-whiz value to impress friends and 
neighbors. Add to this the fact that Sherlock is one of the few 
CD-ROM entertainment products out there that justifies one’s ex- 
pensive hardware upgrade, it is truly a novel product and some- 
thing for every CD owner to see. The question remains, however, 
whether gamers will continue, once the novelty of the technology 
wears off, to shell out $70 to $80 for games with limited play life. 

This review is based upon the IBM version running on a 386- 
20 with a Sony CDU7205 CD-ROM drive and a Sound Blaster 
Pro. cew 



COMPUTER 

SPORTS GAMES 


IBM • APPLE II • C- 


FUU COUNT BASEBALL 

You manage all 26 most recent teams and 52 great past teams • 45 man roster 
• Stats compiler • Complete boxscore to screen/ printer • Input your own teams, 
draft or trade players • Wind/Weather Option • You choose starting line-up, 
batting order, bunt for a hit, steal, DH option and much, much more! 

BASKETBAU - THE PRO GAME 

You’re the coach and you choose line-ups, shot selection, style of play and 
much more • Stats compiler • Full team and individual player stats kept for up 
to an 82 game schedule • All players rated by actual statistics and tendencies 
• 27 current teams and over 200 great teams from the past included! 

Many past season's discs available. 

For more information, write or call for free brochure. 

ORDER TODAYl Mail check or money order for $39.95 each for Apple II or C-64 
or $49.95 each for IBM, or call in and order with VISA or Master Card. 
Please add $3.00 for shipping and handling. 


if'tin “ 


iiinjji Hi 


n'tm. 


P.O. BOX 100594 • NASHVILLE, TN 37224 615/366-8088 
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ATTENTION 
ROLL PLAYERS 


Are you tired of gettirig beat up by the monsters in your favorite roie-piaying game. 
Weii, fight back! Customize your characters so that they can better survive in 
that cruei fantasy worid, resurrect them when they die or give them better skilis 
or weapons. Our character editors aliow you to modify basicaily everything that 
makes your characters unique. Most editors aiso aiiow you to give characters any 
item in the game. Our hint books provide compiete solutions to the games (most 
also include complete maps). 

• NEW - Bane of the Cosmic Forge Editor and Pool of Radiance Editor now 
available tor the Mac. 

• CHARACTER EDITORS — $19.95 each 

Might and Magic (1, 2 or 3), Drakkhen, Pool of Radiance, Hard Nova, 
Bard’s Tale (1, 2 or 3), Wasteland, Dragon Wars, Space Rogue, 

Wizardry (Edits 1-3), Wizardry 4, Wizardry 5, Bane of Cosmic Forge, 
Sentinel Worlds I, Knights of Legend, Secret of the Silver Blades, 

Curse of the Azure Bonds, Champions of Krynn, Space 1889, 

Keys to Maramon, MegaTraveller (1 or 2), Keef the Thief, 

Escape from Hell, Ultima (3, 4, 5, 6 or 7), Dark Heart of Uukrul, 

Savage Empire, Tunnels and Trolls, Lord of the Rings I, 

Countdown to Doomsday, Fountain of Dreams, Eye of the Beholder, 

Death Knights of Krynn, Martian Dreams, Magic Candle (1 or 2), 

Pools of Darkness and Crusaders of the Dark Savant. 

• HINT BOOKS — $9.95 each 

Might and Magic 1 , Knights of Legend, Curse of the Azure Bonds, 
Champions of Krynn, Legacy of Ancients, Dark Heart of Uukrul and 
Wizardry (1, 2, 3, 4, 5, 6 or 7), Might and Magic 3. 

IBM listed. Apple, C64, Amiga and Mac versions also available 
Please add $4.00 for shipping and handling. 

Open from SAM - 9PM every day for your convenience. 

GOSSELIN COMPUTER CONSULTANTS 

P.O. Box 1083 • Brighton, Ml 48116 • (313) 229-2453 
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You'll find many of these exciting new 
features on our updated classics: 


AH MAC versions are System 7 compaOirie and 
available in color and black/wliite. 


• ProBrammed by Apple speclaHsts 

• Magnate Mgh score el best players 

• Numerous player options 

• ResNstic iNgitized sound 

• Multiple levels ol skib 


• Easier "pobit and click" 

Interface 

• Dazzling animations 

• Incrodible sound 
effects with SOUNDBUSTBi™ sound 

• Easy Windows bistaflathm 

• Super VGA support and M-resohition graphics 


VkiSi U s rtsMiPte tTMlMMrtt of VIrifei BOwwiiti LU. 


For pricing and ordors, please cal 8df VllGHNd7. Visa, 
Mastercard, American Express and chocks acceptod. 

01936 Parker Brothers 


Wlndsws li I tradwnirit ol Mtopoioft CoppopitlQii. 


FUTUHS USTQ HM BOTH HXMITS MAY NOT ”[^R4RKER 

Bf AVAIABU n AU VBISIONS OF EVHIY BANK. BROTHERS 

Mompoly® b I i^ttrao traOMiMTli ol Tm*« CerBM'itln. 
eiTBSZ Pipkip BrotHopt, I iBvIilon ol Tonka Conm-aUMi. BM® It 0 
poalotopail iP o ilo B i a pk ol Tonka Coppopatkm. ®TSSZ Papkop BPoOiopt, a 
divltlon ol Tanka Copiwpatlon. BIck Onda® la a ptabtapod ipaoamapk ol 
Tanka CopnopaUan. ® TB3S Papkop Brolliapt, a iBvbkm ol Tonka CopiMPaOon 
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strategy 


Notes on 
Uncharted Waters 

Finding Favor and Fortune 
from the Fiagship 


by Dave Arneson 


Old World Ports of Haul 


Port 

Artwork 

Cheese 

Grain 

Porcelain 

Sugar 

Alexandria 

P 


P 



Algiers 

P 


P 



Antwerp 

P 


S 

S 

P 

Azov 


S 


s 


Bordeaux 


S 




Genoa 

P 


P 


P 

Hamburg 

P 


s 


P 

Istanbul 

S 





Lisbon 





S 

London 

P 


s 

s 

P 

Majorica 



s 



Naples 

P 


p 



Oslo 

P 

P 

s 

s 

P 

Rsa 

S 





Treb 

P 


p 



Venice 

P 


p 

s 

P 


this port has a good market for this item 
this commodity is cheap at this market. 


S- 

Note: Marseilies, Tunis, and Valencia have nothing special about their 
markets. Seville does not have any special markets either, but one can 
buy Galleons both "Used" and “New". 

D ane Arneson drafted the basic rules 
and concepts that burgeoned into 
the original Dungeons & Dragons 
people and paper game., as well as early 
computer games like RAF: Battle of Britain. 


Since players earn points for discovering 
ports, the most efficient way to rack up points 
is to plan on going around the world in one 
voyage. For that, one will need Gal- 
leons with crews of roughly 60-100 
men, loaded with supplies and all 
the gold possible. Then one simply 
weighs anchor and sets forth, head- 
ing west from England to James- 
town. Since there is nothing at 
Plymouth and points to the north, it 
is optimal to turn southward and fol- 
low the coast all the way down 
around South America and up the 
coast to California. In the Carib- 
bean, one can find Santo Domingo 
and Jamaica. Jamaica is empty 
and Santo Domingo is east of 
Cuba (There is no Havana). Once 
one reaches California, it is possible 
to load up in Eureka and head 
West across the Pacific to Japan. 

Silver will find good market value 
in Japan. Once one reaches Asia, it 


should be possible to dis- 
cover ports along its 
coasts, as well as along 
those of the Middle East 
and Africa. Alert captains 
will not fail to travel up the 
Red Sea to Mecca or to lo- 
cate Java (east of the tip 
of Malaya). 

Captains who find them- 
selves running short of 
cash in this corner of the 
world will find that there 
are some good short 
trade runs on India's 
west coast and along the 
east coast of Africa. It 
only requires checking 
the Port Markets for the 
best buys. Courageous 
captains should also 
note that circumnavigat- 
ing Africa takes long 
enough that one should 
leave with at least 60 
days of food or plan on 
plenty of stops. After all 
of this, one simply sails 
back along the northwest 
coast of Africa and one 
is homeward bound! 

Bigger Is Better 

Captains with no objec- 
tion to being combat- 
ive should plan on 
dropping by Seville 
and buying some nice 
new teak-hulled Gal- 
leons loaded with can- 
non. Successful cap- 
tains will keep at least 
200 men on their flag- 
ships and at least one 
hundred able-bodied 
seamen on each of 
the other ships. 

Militaristic merchants 
who load ships 
equipped in this 
fashion with the maxi- 
mum number of can- 
non will find that they should never have to 
fear a pirate or enemy fleet again. 


ship. So, any player with a modicum of intel- 
ligence will make his or her flagship absolutely 
the most powerfully armed and best manned 
ship of the fleet. The flagship’s ability to resist 
will, in turn, give one plenty of time to go after 
the enemy's flagship. 

Naturally, if the computer-controlled captains 
of the other ships in one’s fleet manage to 
storm some enemy ships, their battle prowess 
will increase, but frankly, the player’s charac- 
ter is the only captain that really counts. It is 
best to get the fight over with as soon as pos- 
sible and move on to the loot. One can only 
get gold, treasure and cargo from a defeated 
enemy. No ships may be taken as prizes and 
no crew members recruited to replace one’s 
own casualties. 

Then, as soon as possible after a battle, one 
must get to shore and fix any ships damaged 
during the conflict, as well as redistribute the 
crews. In this, one makes certain that the fleet 
is in fighting trim all the time. Note: Rather 
than have several weak ships, it is better to 
have a few strong ones. Clever players will not 
hesitate to scrap the clunkers out of their 
fleets. There are more ships where those came 
from and valuable cargo can always be trans- 
ferred to other ships. 

Oddly enough, whenever one needs supplies 
in distant waters, there are pirates who con- 
veniently show up. This can be tremendously 
beneficial after a battlel It is far cheaper than 
any port and may help bail players out when 
cash is short. 


The Pacific Coast 
and South America 

Most of these ports are “empty,’’ but they will be 


The secret in a naval battle, of course, 
is to sink or capture the opposing flag- 
ship. Nothing else matters. Once the flag- 
ship is gone, the enemy surrenders. Basi- 
cally, the computer enemy’s goal is al- 
ways to chase down the player’s fiag- 


In the New Worid 

The best commodities to sell in the New World are 
firearms and sugar. The grain markets are OK. Cotton 


Port 

Coordinates 

Notes 

Acapulco 

N15 WHO 

“Empty" Port 

Chanchan 

S30 W80 

“Empty" Port 

Copiapo 

S45 W70 

“Empty" Port 

Eureka 

N55 W120 

“Empty" Port 

Pernambuco 

S25 W50 


Rio de Janeiro 

S65 W60 

“Empty" Port 

Rio Grande 

S40 W45 

“Empty" Port 


The Exotic Far East 


1 

Coordinates 

Notes 

Caracas 

N5 W80 


Guatemala 

N5 WlOO 


Jamaica 

NIO W80 


Nova Grano 


“Empty" Port 

Panama 

N5 W85 

Sells Gold 

Santo Domingo 

NIO W25 

Sells Coral 

Vera Cruz 

N15 WlOO 


Virginia 

N45 W75 

“Empty" Port 


Port 

Coordinates 

Notes 

Danaga 

NIO E105 

“Empty" Port 

Java 

S20 El 05 


Macao 

N20 Elio 

Sells Pearls 

Malacca 

SO E95 


Nagasaki 

Japan 

Best Source of Silver 

Zeitan 

N25E115 

Pearls, Silver, Gold 


ndia 

Port 

Coordinates 

Notes 

Calcutta 

N5 E75 


Ceylon 

SO E80 

Good Cotton Market 

Cochin 

SO E75 


Diu 

N25 E65 

OK Wool Market 

Goa 

N10E70 
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Return to ancient times as Julius Caesar and command the legions of Rome in your bid 
to rule the known world. An uprising in Asia is the setting for your quest to gain absolute 
power. But beware! Your enemies back in Rome await their chance to betray you! 

danger and action of the Roman 
era are recreated in this 8-Meg, 1 or 
1-player military simulation 
spectacular! Plot and 
maneuver your 
forces as they 
battle the menac- 
ing armies of 
ancient Persia, Egypt 
and Ai abia. Sail the 
Mediterranean in search of new 
lands to master in glorious triumph! 

The Campaign Mode challenges 
your skills as a military strategist to 
their ultimate limit! 

2-Player simultaneous play with 
“Real-time” action intensifies the 
adventure! 

Destroy all enemy fortresses and 
armies and conquer the world! 
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strategy 


Adventurous gamers will need to be aware 
that, upon entering a hostile area, they will 
have to pay a bribe or leave. At the start i 
of the game, one only needs to be con- 
cerned with the Turks. Later, the Spanish 
are likely to become hostile to the player. 
Except in the specific cases of Istanbul 
and ^ville, hostile ports can be “bought” 
over through investment. Unfortunately, 
once the Spanish and the Turks become 
hostile, they tend to stay that way for the 
duration. The usual brit^s start at 3,000. 

Since the bribe only lasts for one day, it re- 
quires forethought to use the time 
wiseiy. This means one had tietter 
purchase those galleons in Seville East C 
on the very first day, since fitting 
ships out will take several days. These^pc 
Unfortunately, Seville is the only 

place to get Galleons during most 

of the game. Mob 

As for Istanbul, it is really bad Mozarr 

news. There are several missions 

that take one there; there is no Sof 

way to get in without paying the 

bribe and it is not always possible 

to find a cargo of cheap artwork while there. 

The latter will sometimes pay for the trip, but 

missions to or through Istanbul are generally 

money losers. 

Ports Of Haul 

Whenever one buys goods, all the prices in 
the port go up. Likewise, whenever one sells 
goods, all prices go down. Traders are best 
off, then, keeping the number of transactions 


I to a minimum. The comments on specific 

Arabian Peninsula 


Baghdad 

Hormuz 

Mecca 

Muscat 


Coordinates Notes 

NIO E40 Good Quartz 

N30 E50 Good Artwork and Carpets 

N25 E55 

N25 E35 

N25 E50 


East Coast of Africa 

These ports generally have good Grain markets. 

I Port Coordinates I 


Mobasa 

Mozambique 

Sofala 


SIO E40 
SI 5 E40 
S25 E40 


Fair Quartz, Good ivory, Cheap Wood 
Fair Gold, Cheap Wood 
Cheap Wood 


ports below reflect only the “sure-fire" market 
situations. These can change due to the ef- 
fect mentioned above, such that even 
great ports like Naples can get glutted 
after awhile. This is usually the result of 

— selling and buying by the galieon-ful. 

— Strait Talk on Treasures 

5 

— The Hydra Gem is at N60 W130 (North 
of Eureka California) but the search starts 

in London (usually). 

The Ruby Helmet is at S25 W85. The 
map ... well ... plan on a long 
voyage. 

The Royal Dagger hunt starts 
in Panama to Vera Cruz to Bor- 
deauxtoS65W145. 

The Golden Ring search starts 

ip Wood in Lisbon, then to Mombasa, then 

to Pisa and finally to Mecca. The 

treasure is at N5 E50. 


West Coast of Africa 


Argin 
Capetown 
Luanda 
San Jorge 
Verde 


Coordinate 

S0W210 
S45 E25 
S20 El 5 
SO W5 
N5 W15 


Sells Gold 
“Empty” Gold 
“Empty” Gold 
Sells Gold and Ivory 
“Empty” Gold 


I The Princess Rescue begins 
with the Nasty Spaniard hanging 
around the Straits of Gibraltar and 
the Western Med. Keep attacking everything 
in sight and he will show up. Algiers makes 
a decent base, as does Valencia. caW 

The Northeast Passage 


Coordinates 

N70 E30 
N70 E70 


“Empty” Port 
“Empty” Port 


THE HEXT EMPIRE /Cm 

...the only game that sends you /— / \ — / \ 
fabulously detailed maps like ( > — ( ) — ( 
this one, showing your fleet's — \ / 

sensor views every turn ...along \) ( / v 

with clear, complete stats on \ / \ / 

each starship you design, build, / \ / V 

and maneuver individually using /\ / \ A 

up to 21 different onboard /-/ \ — / \ 
systems ...plus status / — c — y — ( > — ( ) — ( 
reports on star- / ) — ( ) — ( / 

bases, probes and / / \ \/ \ / v 

asteroids you \ / \ / 

control ! \ / \ / \ / V 

The Next Empire V) — — \^/ — ( 
Is a completely \ / \ / 

computer-moderated / \ / \ 

game, over 6 years / )— / ) ( 

In the making. /— / \ — / y 

Each universe is ( / — \ / — r — / — ( 

a unique, complex ) — \ A 

gaming environ- ' \ / — ( 

ment populated with 21 alien \\/ \ / 
players itching to blow the hulls / \ 

off anyone who gels In their way! \ W / 

• $20.00 for set-up, manual, universe 

map and first two turns y 

• $7.50 per turn; no hidden fees or double turns' 

• $5.00 for manual only (credited against set-up 
fee If you play) 

• fast game (two weeks per turn) or slow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

• MasterCard or VISA also accepted 




PLAY BY MAIL 
\ PRINTOUTS 
/ LIKE THIS 
^ EVERY 
TURN ! /TT 


WM 
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Cyborg Games, Inc. 

Department E2 
P.O.Box 71019 
Milwaukee, Wl 53211 
(414)332-1966 
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you own 
a modem? 


Then live out your favorit( 
aying fantasies in the fines 
yer interactive fiction game eve 


ly, twenty-four hours a day, the intrepid, the romantic, th 
tive and the adventurous from across the country, meet a 
player characters in the Shattered Realms, a worl 
created from shared imaginatioi 


Legends of Future Past is a detailed, elegant, multi-genre roleplayin 
game, featuring combat tactics, stealth, enchantment, necromanq 

conjuration, psionics and spell researcl 

the dark reaches beneath the Teeth of Shartan or enjoy a casu; 
with friends through the enchanted Grymwood Forest. Become 
champion of justice, or a force for darkness. Delve into politic; 
intrigue or play the lone wolf on a personal quest. Tons of playt 
interaction with special events nightly and gamemastei 
devoted to your playing enjoymen 


Call 800-937-7644 to sign-up 

(1 200/2400 bps, 8N 1 , full duplex) 

or 508-757-5737 for more information (yo,o 


Only $6.00 per hour evenings, weekends and holidays 
Visa • Mastercara • Check Prepay 
Circle Reader Service #49 


Legends of Future Past is available only over the Digital Drean 
Network™, a service of Inner Circle Software. The Digital Drear 
Network features other entertainment related services such 
gaming, fiction and movie special interest groups, triv 
competitions and "chat" teleconferendn 
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On Not Raising a 
Fiihrer in the Kremlin 


Comrades and Capitalists Unite 
in Crisis in the Kremlin 

by Johnny L Wilson 


“Perestroika is a trick.” “Glasnost is a 
hoax.” "Gorbachev is not to be trusted.” 
Such were the accusations of the political 
right as a new style of governmental and 
economic influence began to emerge 
within the Soviet Union. Whiie the West’s 
intelligence communities were warning 
their respective governments that a coup 
was highly probable and that Gorbachev 
did not have enough support to force 
open the iron Curtain once and for all, 
many casual observers questioned 
Gorbachev’s will to induce the kinds of 
changes necessary to convert the Soviet 
Union from a totalitarian regime with 
planned economy to an open regime 
with free-market economy. 

At the time this issue went to press, 
events in the Confederation of Inde- 
pendent States were stili very much topi- 
cal issues. Yeltsin’s cabinet had 
threatened to quit if Yeltsin’s radical 
economic reform program was not imple- 
mented, but the common farmers were 
hesitant to accept the plots of land 
promised them in the land reform al- 
ready implemented. Reform is truly a dif- 
ficult proposition. In Spectrum 
HoloByte’s Crisis in the Kremlin, 
players choose between walking the 
same tightrope that Gorbachev had to 
cross, learning what it means to be 
changing policies too fast for the conser- 
vatives and too slowly for the liberals; 
tightening the reigns a la Brehznev, hold- 
ing fast to old ideals without starving the 
people or ending up with a bloodbath; or 
ducking and weaving between bold 
strokes and reasonable compromises a 
la Yeltsin, discovering how difficult it is to 
democratize when the populace is still 
afraid of the process. 

President Announces 
Glorious Plan 

The game t>egins with the player acced- 
ing to the presidency of the USSR. The 
first order of business is to establish the 
policies under which the player’s govern- 
ment will rule the country. TTiere are ten 
categories of policies to be established, 
in a range from one to ten, both at the 




beginning of the game and each May 
Day upon the anniversary of the Revolu- 
tion. Style of Government runs the 
gamut from despotic to democratic; 
Military Posture can be set on a scale 
from aggressive to pacifistic; Diplomatic 
Posture flows from hostile to submissive; 
Trade Policies can be either protective 
or permissive (few restraints); Civil 
Rights may be restricted or end up close 
to anarchy; Media Freedom may be very 
restricted or totally uncontrolled; 
Economic Policy will either be based on 
a matrix between a central bureaucracy 
and an uncontrolled free market; the 
Work Week may fluctuate between 
forced labor and extreme leisure; the 
government may establish complete 
Wage Control or leave it unrestricted 
and Type of Ownership may vary from 


complete state ownership to highly 
privatized ownership. 

Player presidents are advised, however, 
not to give away their strategic plan. If 
one makes too many policy changes 
over the default positions, it is very likely 
to bring about an immediate hard-line 
coup. Players either meet an untimely 
end or make unreasonable compromises 
when these hard-line coups occur, so it is 
wise not to try to accomplish too much 
at once. As in any form of politics, one 
needs to move slowly enough to give the 
majority time to get used to the change 
that is occurring. Moving slowly is the 
best policy if one is getting results on the 
important fronts. 

In Crisis in the Kremlin, the important 
front is the economic front. If one is feed- 
ing the people and the quality of life is 
getting better, the president will have 
plenty of leeway to handle governmental 
reform as the game advances. 

President Calls for Patience 

Since the player will not be able to 
make any direct changes to the budget 
until November of his/her first year in of- 
fice, the best way to accelerate change is 
to initiate one level of property reform 
(Type of Ownership). Then one should 
advance the calendar to November as 
fast as possible. Since, however, the 
player’s predecessor has left the Rodina 
(motherland) in such a mess, the player 
is likely to be faced with a series of 
crises. Many times the crisis will be 
foreshadowed with digitized video 
footage of the crisis situation (courtesy of 
the Cable News Network archives) or a 
Telex from one governmental agency or 
another. The player should not feel guilty 
about these early problems and should 
merely try to stall major decisions until 
he/she wields more political influence. 

Once the crisis is actually in play, the 
player will be required to “answer a 
phone call” and receive a text message 
briefing him/her on the crisis. If the call 
came from the president’s ministers or 
the KGB, there will be a suggested 
course of action. Then the president will 
be confronted with a check list of options 
for dealing with the crisis. The president 
can either choose one of the options or 
ignore the circumstances by clicking on 
his/her cup of tea. The decision will 
either solve the crisis, forestall it or ex- 
acerbate the crisis. 

As play advances to the next month, a 
summary of the president’s position in 
the crisis will be provided in either 
newspaper form or a new digitized film 
clip related to the decision. Whatever oc- 
curs, the player must, by all means, stay 
in power until the budget process takes 
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Cape Cod connection 

GAMES • SOFTWARE • ACCESSORIES • BASEBALL NOSTALGIA 

Orders 1-800-SAY-ORDER (800-729-6733) • Fax 1-508-457-4558 
Modem 1-508-420-1115 • Questions & Info Call 1-508-457-0739 

Please add $4.50 postage for UPS surface shipping. AK, HI, PR & Overseas calculated by weight. Newsletter $4.00 per year. CCC 
Preferred Customer Membership $20.00 per year. 21 PLEASANT VIEW AVENUE, FALMOUTH, MA 02540. 


PRICE GROUP 1 
E. Weaver MLBP A (EA) 
J.Nick.ClipArt 
J. Nick. Coarse 2,3, 4,or5 
LaRttssaOI -68TeaMs 
LaRvssaALorNLStadinais 
LaRttssa Fantasy Mgr. 

PRICE GROUP 2 

Brea chllEnkan ccd ( E A ) 
Castles Nortkem Camp. 
E.WcavCoMMission(£A) 
Harpoon Set 2or3(EA) 
LinksCoarse Disks Each 
Scc.Wcap. Miss]or2(EA) 
Sierra Network 
Sim City Graphics lor 2 
W. Commander Miss 1 
W. Commander Miss 2 
W.CommanderSpchAcc. 
PRICEGROUP7 
F-U7A 
Falcon3.0 
NFL Pro Football 
StrikeCommander 
UltimaTrilocyll 
Ultima VII 
WhcrcWorldDelux 
Win^Commaader2 
HarpoonChall. Pk(EA) 

WE CARRY 

SOUNDCARDS 

AND 

BOARDGAMES 
(WARGAMES 
AND ROLEPLAY- 
ING) 


PRICE GROUP 3 
AJBPABaseball 
Amer. Civil War Vl,2or3 
Brid£e6.0 

Flight Planner (Mallord) 
HarpoottScen.Ed.(EA) 
HomeAJone(EA) 
Immortal (EA) 
MegaFortressMiss 1 (EA) 
Millenium 

NewFacili ties Locator 

OverTheNet 

Panzer Battles 

RAFinthePacific(TBA) 

Reach fortheStars 

So u n d G ra phi cs Aircraft 

Sound Source(Disney) 

Thunderhawk 

Where inTimeisCarmen 

WingCommanderSpcOpl 

WizardryV 

PRICE GROUP 4 

4-DBoxing(EA) 
ACTPreparation 
Action Stationsv3. 2 
Amarl.Slm’sDir. Choice 
Andretti’sRacing(EA) 
AreWeThereYet?(EA) 
Barbie’sFashion Designer 
Battlclsle(EA) 

B. Elliott NascarChalleng 

BoJacksr.vn Baseball 

CastleDr.Brain 

Centurian(EA) 

Cbcssmaster3000(EA) 

DangcrZoneiTopGun 

DeathKnightsKiynn(EA) 


PRICE GROUP 4 

E.WeaverBBI](EA) 

ElitePlus 

Eyeof the Beholder (EA) 

FinalConflict 

Fireteam2200 

GatewaySavFront (EA) 

Hoverforce 

HoylesGamesS 

J.Connor’sTennis(EA) 

KillingCloud 

LaRuss.UllBBall(EA) 

Lemmings 

Madden Footb2(EA) 

MIG29Fulcrvm 

Obitus 

Objection 

OmarSharif Bridge 

PlaymakerFootball 

Pools Darkness (EA) 

Powermonger(EA) 

RidersofRohan 

Sargon V 

Shogi Master 

SimCity 

Simpson’s Arcade 

Sportcard Organizer 

Sanford W. Video Poker 

StripPoker3 

SnperTetris 

7>cGodfather 

TheRocketeer 

Tom Landry Football 

UMSILPlanetEditor 

VengcnceEzcatibur 

Warlords -Enhanced 

Wide World of Boxing 

Wiza rd ry Tri I ogy 

WorldsAtWar 
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PRICE GROUP 5 
AlOEnhanced 
All American Football 
ATP (w/Ad Li b s u pport) 
BaneCosmic Forge 
BattJeh/FinestHrBand(EA 
Ca rm en Am eri ca n ’s Past 
Ca rri e rs A t Wa r 
Castles 

Chessmaster3000Wiad(EA) 
Chuck Yeager ACT(EA) 
CommandHQ 
Conflict: Korea 
Conflict: MiddleEast 
Conq.ofCamelot 
Design YourOwnTrain 
Dr.QuandrySec. Island 
Elvira I 

EyeBeholdcrn(EA) 
Flightof the Intruder 
Free DC 
Gret. Hockey 11 
Harpoon (EA) 

Hyperspeed 

1. Jones: Fateof Atlantis (EA) 

Kampgruppe 

KnightsoflheSky 

L’Emperenr 

Links 

MagicCandlell(EA) 

Martian Memorandum 

Mighl&Magiclll(EA) 

Patton Strikes Back 

Planet's Edge(EA) 

RailroadTycoon 

RnlesofEngagcment(EA) 

Seen. Collection Aor Bor 
GrBrit 

Second Front 


Siege(EA) 
SilentServicell 
Sim Ant 
SpaceShuttle 
Spellcasting201 
StarTrek:Anatv. Edition 
Team Yankee 
The Lost Admiral 
The Perfect General 
Tracon 11 
UltimaTrilogy 
Ultima VI 
Western Front 

PRICE GROUP 6 


Aces in the Pacific 


CarrierStrike(SSI) 


Civil War: NoGreaterGlory 

Civilization 


Conq. of Longbow 


Crusaders DarkSavant 

Elvira 11 


Gunship2000 


Lost Treasures Infocom 

Red Baron 


Romance3Kingdoms2 

Sec. WeaponsLaff(EA) 

Sim Earth 


CD-ROMTITLES 


AudubanMammals 

$62 

BattleChess 

$49 

Checkmate 

Iba 

Compton’sFam.Ency S349 

Corel Draw 

$659 

Gunship/MidwBund $69 

KingsQucstV 

$44 

MlTaak/MIG29 

$69 

WingComm. wMiss. 

$69 


GROUP 

RETAIL 

CCC Price 
NonEA/EA 

Preferred Cost Price 

Toll /Non Toll CallOrder 

Elec Arts/ Affil Preferred Price 
Toll/Non Toll Call Order 

Group 1 

$19.95 

$17++$18 

$11.17++$I0.57 

$12.17+ + $11.77 

Group2 

$29.95 

$22+ +$23 

$16.77++$15.87 

$18.27+ + $17.67 

Groups 

$39.95 

$28+ +$29 

$22.37 + +$21.17 

$24.37+ +$23.57 

Group4 

$49.95 

$33 ++$35 

$27.97 + +$26.47 

$30.47+ +$29.47 

Groups 

$59.95 

$38+ + $42 

$33.57+ +$31.77 

$36.57 + + $35.37 

Group6 

$69.95 

$44+ +$49 

$39.17+ +$37.07 

$42.67+ +$41.27 

Group? 

$79.95 

$49++n/a 

$44.77+ +$42.37 

n/a+ + n/a 


EXPLANATION: IT IS IMPORTANT TO SEPARATE Electronic Arts & Affiliates from Non-Electronics Arts 
Companies for pricing purposes. WE ENCOURAGE NON TOLL-FREE CALL ORDERiNG (via FAX 508/457- 
4558), MODEM SHOPPER (508/420-1 1 15 setting N,8,1), WRITTEN ORDER, OR BY CALLING (508/457-0739). 
Domestic & Overseas Dealers are welcome! BECOME A PREFERRED CUSTOMER FOR $20 and 
experience the best prices avaiiabie. Memberships last a full year. 
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effect in November. Frankly, the game 
will be won and democracy established 
via the war of the wallet. Everything else 
is damage control. 

President’s Budget Slashes 
Foreign Aid 

Budgetary decisions will determine the 
success or failure of any administration. 
Crisis in the Kremlin allows players to 
set the detail level with which they wish 
to manage the economy, so that they 
can determine if they want to macro- 
manage or micromanage the Soviet 
economy. This writer opted to micro- 
manage the budget. In this way, he could 
finesse certain budget cuts past his mini- 
sters (and the KGB!) and move swiftly 
toward a balanced budget. Yes, conserva- 
tives, the president does get a line-item 
veto in this political game. If one can 
reach the point at which the economy is 
growing and the budget surplus is higher 
than the deficit limit, there is no stopping 
the onslaught of democracy. 

Budgetary decisions can be influenced 
in several ways. In addition to the 
president’s ministers making budgetary 
suggestions, a dynamic graph located in 
the lower left-hand corner of the screen 


shows crisis (red), problem (yellow) and 
positive (green) points within the 
country’s infrastructure and occasional let- 
ters indicate surpluses and deficits within 
the economy. Using the three potential 
sources of information, the president can 
decide where to budget those precious 
rubles in order to bring about both 
popular acceptance of the government 
and overall improvement in the economy. 

This writer experienced regular success 
by slashing the foreign aid budget (not to 
those within the republics) and the re- 
search and development funds for space 


exploration, followed by small, but 
regular, annual cuts in military research 
and development, troop salaries and 
weapons procurement. This proceeded to 
give the government enough of a surplus 
to fund fast-expanding agricultural advan- 
cement coupled with annual policy chan- 
ges in ownership to simulate land reform. 
If one can survive a couple of years in 
this fashion, things usually begin to turn 
around and it is possible to make more 
substantive changes. 

The President Launched a 
Tirade Against Hard-Liners 

Crisis in the Kremlin features a com- 
plex model underlying the decision- 
making process, interesting technological 
chrome using video footage and a fas- 
cinating subject matter. In its early form, 
the game looks and plays like the kind 
of game that micromanagers will love 
and macromanagers will hate. It calls for 
a vision and a plan, as well as the 
flexibility necessary to implement one’s 
ideals within the context of political 
reality. Crisis in the Kremlin may be too 
much of the real world for many gamers 
to enjoy. Fortunately, it is solid enough 
for many of us to savor, caw 




PORTINIUM 


PORTINIUM combines historical, conventional and futuristic technologies to create an 
unparalleled fantasy world where time-travel is commonplace. To assist you in 
achieving your goals, you will begin with a character, city, espionage unit and two 
divisions in each of the four ages on the planet Glacieria. Players may compete in ail 
time periods simultaneously. Technology from each age is readily available and can 
be implemented in other ages through scientific research. The struggle to become a 
dominant player and participate in the 'Gathering of the Four' creates an unpre- 
cedented challenge. 


Start-Up Kit 

valid until Aug. 15, 1992 


100% computer moderated play -by -mail game 

Average of 40 double-sided pages of quality laser graphics per turn 

Time-travel available at game start 

Over 24,000 sectors to explore in four ages 

Scientists provide research and development capabilities 

Over 300 attack and defense weapons available 

More than 160 life forms create over 4000 indigenous bands 

No wizards, magic, spells, sorcerers or demons 

No hidden costs 


PORTINIUM is also available in two smaller versions; PORTINIUM Lo-Tech and Hi- 
Tech. Small games employ only one age using 1 character, 1 city and 4 divisions. 
(Espionage units, mirti-games and time-travel not available) Average of 12 double- 
sided pages of output per turn. 


Game turns: PORTINIUM; $20.00 per turn (4-week turnaround) 

Lo-Tech and Hi-Tech; $8.00 per turn (2‘Week and 4-week turnarounds available) 
Initial Start-up kit: $26.00. Includes: High-gloss Player's Guide, start-up packet for 
player positions, free start-up turn, plus one free turn, and subscription to game 
newsletter. 


Write or call for free brochure 


ENCHANTED HORIZONS 


P.O. Box 9897 Spokane, WA 99209-9897 (509) 325-6941 
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Our Kej^ To The Future 

The Computer Learning Foundation! 

We're helping you put kids on computers. 


Kids are the key to America’s future. 
And computers are the tools of their 
times. By the year 2010, virtually 
every joh in America will require some 
use of technology. That means we 
must prepare all of our youth today to 
take on technology tomorrow. 

Computers benefit children today. 

Computers and software can enhance 
children’s learning and unlock their 
creativity. They can also help children 
be more productive and develop better 
communication skills. Plus, children 
love using computers, so children 
maintain a positive attitude toward 
learning. 


The Computer Learning Foundation is 
here to help you. 

We are an international non-profit 
foundation taking the lead in computer 
literacy efforts. We are bringing to- 
gether corporations, departments of 
education, non-profit organizations 
and local groups. 

We have involved millions in discov- 
ering the benefits of technology. Each 
year, our lesson plan books, resource 
guides and information books help 
thousands of parents and educators 
use technology with children. Our 
Computer Learning Month® in Octo- 
ber is a focus for thousands of com- 
munity and school programs. 

' Available in CA, FL, GA, IL, NJ, OH, PA, SC, TX, WI 


The Computer Learning Foundation is 
helping schools obtain more software. 
Through our partnership program with 
Del Monte® Foods, schools can receive 
free software by saving Del Monte 
Snack Cups™ ‘proofs of purchase. 

Join us. We’re here to help you. 

Help kids key into computers . . . 

For more information, write to: 

Computer Learning Foundation 
Dept. CGW 
P.O. Box 60007 
Paio Alto, CA 94306-0007 
Circle Reader Service #34 
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■ The Computer Learning Foundation® is a non-profit educational foundation funded by corporations. - 


Corporate Partner: Del Monte Foods, USA 

Principal Sponsors: 

Apple Computer, Inc. 

Computer Gaming World 
Curriculum Product News 
Davidson & Associates, Inc. 

Electronic Learning 


Great Wave Software® 
Hartiev™ Courseware, Inc. 

IBM Corporation 
Instructor Magazine 
Jostens Learning Corporation 


Microsoft® Corporation 
Schoiastic Software,™ Inc. 
T.H.E. Journal 
Teaching K-8 Magazine 
Technoiogy & Learning 
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WATCH 

A monthly look at the 
Computer Entertainment 
Stock Market 



1989 ' 1990 ' 1991 





Broderbund 


r 




1991 


S tock WatcM7 What’s that? It’s something new that will appear in each issue of 
CGW. Stock Watch wili highlight the performances of public companies in the 
entertainment software business. Currently, we will be watching five players; Siei^ 
ra, Software Toolworks, Electronic Arts, Microprose and Broderbund. The charts 
and commentary presented on this page are a reference point for hobbyists who might be 
interested in investing in these companies. Stock Watch will function as a tool, albeit lag- 
ging (because of the lead times inherent in publishing a monthly magazine), for examin- 
ing stock performances. Nonetheless, this column will be both a visual aid and forum for 
presenting information concerning the relative strength of the entertainment software in- 
dustry, which should be interesting to readers whether they are investors or not. As al- 
ways, investors are advised to perform their own diligent research prior to investing. 

Stock Watch will usually contain three features: a) one or more charts showing recent 
action in a software publisher’s stock; b) some rudimentary information for the beginning 
investor and c) a news/analysis story about one or more of the software companies. The 
latter should put the chart or charts in perspective. 

How Can You Invest? 

Computer gamers who do not currently have a stock brokerage account (but want to in- 
vest in the software industry) can usually open a cash account with a stockbroker for 
about $2,000. Those with modems may want to consider establishing an account with 
Quick & Reilly on CompuServe or Charles Schwab & Co. on GEnie. Such accounts 
are handy because they allow one to place orders on-line twenty-four hours a day, for im- 
mediate execution upon the market opening (especially for those on the Pacific Coast 
who do not like to phone their broker at 6:30 A.M.) and allow one to update their portfolio 
value at any time. 

Now, one only needs to know the stock one wishes to purchase and the price per share. 
If one is using an on-line service to place the order, it is also a good idea to know the 
stock ticker symbol (the abbreviation in all caps that often follows the company name in 
a news story). The ticker symbol also helps investors to observe the latest transactions 
when following the ticker on the CNBC or Headline News network or to be able to call up 
quotes on a telecommunications service. Currently, all of the entertainment software pub- 
lishers that are public are on the NASDAQ (over-the-counter market). The ticker symbols 
for the five entertainment software companies are: Broderbund (BROD), Electronic 
Arts (ERTS), Microprose (MPRS), Sierra (SIER) and Software Toolworks (TWRX). 

Prices are listed, both in the newspapers and on the orvline services, on a per-share 
basis. So, if Software Toolworks stock is listed at 6 (i.e. $6.00 per share), it would cost 
an investor $600 to buy 100 shares (i.e. a round lot, the most common quantity in which 
stocks are purchased by individual investors) plus the broker’s commission. Brokers 
make their money whether the investor makes any or not. A typical discount brokerage 
(Quick & Reilly or Schwab) commission for that transaction would be approximately 
$40 to buy the stock and $40 to sell it. That means that the stock would have to increase 
one full point, to 7, in order for the investor to be able to sell it and even make $20 on 
100 shares (although larger investors who purchase more shares pay less percentage- 
wise on their commissions). Of course, once the commission is covered, the rest belongs 
to the investor and, eventually. Uncle Sam (capital gains taxes are applied to the profits 
of stock sales). 

How Do You Read These Charts? 

The top three charts in this month’s Stock Watch are weekly charts. Each vertical line 
represents one week of trading, with the high point representing the high price for the en- 
tire week and the low point representing the low price for the week. The short horizontal 
line is called the closing tick and shows the final price for the week. The bottom two 
charts are dally charts, showing highs, lows and closing ticks on a daily basis. This is be- 
cause they are the newest public companies in the industry and do not have the trading 
history possessed by the other three companies. 

What’s This Month’s Big Story? 

The most exciting news for this issue concerns Electronic Arts (ERTS). EA was trad- 
ing in the mid- to high 40s (ca. $45) when they announced a two-for-one stock split for 
every owner of stock on record as of March 16, 1992. This meant that for every share of 
stock which an investor owned as of the close of trading on the 16th, they would have 
two shares beginning trading on March 27, 1992 (the “x-date" when the split took effect). 
Of course, each share would now only be worth half as much as before (that’s the bad 
news), but each point the stock rose in value would now mean double what it meant 
before (since those who owned 100 shares would now have 200 shares and so forth). 

The lower price should accelerate buying interest in the stock and create more demand. 
So, if the company continues to grow at the same pace, the original investors could con- 
ceivably make money at a faster pace. 

Note that the Electronic Arts chart does not show its high-flying period in the mid-to- 
high 40s. This is because technical analysts (i.e. chart readers) adjust the trading history 
downward so that the chart’s pattern continues to show the same relative price move- 
ments (in this case moving steadily upward), even though the per share price is lower at 
the present time than the per share price before the split. 

EA’s chart, both before and after the split, shows that investors are convinced that the 
company will continue its stable growth pattern. Investors perceive solid corporate leader- 
ship, a diversified product strategy and prudent long-range vision as indicators that 
growth will continue, caw 
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36,95 



36.95 

, 31 .95 


17.95 

. 30.95 

Lord of the Rings II: 

Two Towers 36.95 

.41.95 


36.95 


Aii American Coliege Footbali 36,95 


Armor Ailey . 


25,95 


MacArthur's War 30.95 

Magic Candie II 37,95 


ATAC 

30,95 


}6.95 


49.95 


36,95 

B-17 Flying Fortress 

41.95 

Martian Memorandum 

36.95 

Bane of the Cosmic Forge 

36.95 

Matrix Cubed 

31.95 

Bards Tale III 

31.95 

M, Beacon Typ V.2.0/Win .. 31 ,95/37.95 

Bards Tale Construction Set 

34.95 

Medieval Lords 

, 37.95 

Bart Simpson's House Weirdness 30.95 

Megafortress 

37.95 


, 30,95 


, 23,95 


,31.95 


. 25,95 


.42,95 


16.95 



Mig 29 

. 30.95 


.36,95 

Might & Magic III 

. 37.95 




. 34,95 

Carrier Strike • South Pacific 

41.95 

Millenium 2200 

, 24.95 

Carriers at War 

36.95 

Mission Impossible 

30,95 

Castles 

36,95 

No Greater Glory . 

37,95 

Campaign Disk 

19,95 

Oh No! More Lemmings 

30,95 

Castle of Dr. Brain 

30.95 

Oh No! More Lemmings (add-on) 21.95 


31.95 


.30.95 




. 36,95 

Chessmaster 3000/Win 31.95/37.95 

Over the Net 

. 24.95 


37.95 

PGA Golf Tour 

.31,95 


41.95 


.43.95 


30.95 


, 20.95 


,36.95 


,30.95 

Conquest of Longbow 

.41.95 

Patton Strikes Back 

,24,95 




.36,95 

Curse/Azure Bonds . 

31.95 

WWII Edition 

.22,95 




30.95 

Dark Queen of Kryn 

31.95 

Planet's Edge (286/HD) 

37.95 


41.95 


30.95 


41.95 


41.95 

Death Knights of Krynn 

20.95 

Pools of Darkness 

, 37.95 

Disney's Animation Studio 

74.95 

Powermonger 

31.95 




. 30.95 




30,95 

Dynamix Bundle: Stellar7, A10 1.5, 

Prophecy of the Shadow 

.37.95 


.41.95 


, 36.95 


31,95 


. 30.95 

Commissioners Disk 

20,95 

Rise of the Dragon 

. 36.95 

MLBPA Player/Stat 

17.95 

Road & Trak Grand Prix Unlimit. 

.36.95 

Commemorative Edition 

57.95 

Road to Final Four 

.30.95 

Eco Quest 1 

36.95 

Robin Hood/Conquest Long Bow 

41,95 




. 36.95 




, 30.95 

Eye of the Beholder 2 

. 37,95 

Romance 3 Kingdoms 1 or 2 

.41.95 




. 37.95 

F-117ANighthawk2.0 EGA/VGA 

.47.95 

Sea Rogue 

. 36.95 

F-15 Strike Eagle II . 

. 34.95 

Scrabbie Deluxe Edition 

. 30.95 




. 37.95 


, 30.95 


.42.95 

Final Conflict 

, 30,95 

Expansion Disk #1 , 2, 3, 4 each 

20.95 


. 30,95 


,31.95 


39,95 


.31.95 


24.95 


36.95 

Sound, Graphics, Aircraft Upgd 

.24,95 

Siege 

37.95 




24.95 




36 95 

Global Conquest 

36.95 

Sim City /for Windows 30.95/36.95 

Grand Slam Bridge . 

20,95 

Sim Earth AT H/D 

.41.95 

Gunship 2000 EGA/VGA 

41,95 

Simpson's Arcade 

. 30.95 


30,95 


. 36.95 

Halls of Montezuma 

24,95 

Space Ace 2: Borf's Revenge 

, 36.95 

Hard Ball III 

, 36.95 

Space Quest 1 Enhanced 

. 36.95 

Harpoon .... 

.25,95 

Space Quest 4 Enhanced 

,41.95 

Battleset 2 or 3 

, 20.95 

Spacewrecked 

, 30.95 

Baltleset 4 

,23,95 

Speedball 2 

.24.95 


,25.95 


.... Call 


, 46,95 


, 36,95 

Heroes of the 35hh 

31.95 

Star Trek: The 25th Anniversary . 

.36,95 


36,95 

Strike Commander 

.47,95 


Hoverforce 30,95 

Hoyles Book of Games 1 or 2 21 .95 

Hoyles Book of Games 3 30.95 

HyperSpeed 36.95 

Indy Jones 4: Fate of Atlantis 37.95 

J. Niclaus Signature Edition 36.95 

J. Conner's Pro Tennis Tour 2 31 .95 

Jet Fighter II 41.95 

KGB 30.95 

Kid Pix 36.95 

King's Quest 1 Enhanced 36.95 

King's Quest 2 or 3 30.95 

King's Quest 4 36.95 

King's Quest 5 Enhanced 41 ,95 

Koshan Conspiracy 31.95 

Laffer Utilities/ Windows ... 21.95/24.95 

Lakers vs. Celtics 17.95 

Land, Sea. Air2 41.95 

La Russa's Ultimate Baseball 31.95 

Stadium/Team/Fantasy Mngr ea 14,95 

Leisure Suit Larry 1 Enhanced 36,95 

Leisure Suit Larry 5 41,95 

Leisure Suite Larry Bundle 1 ,2,3 , 41 .95 
Lemmings 30.95 


Strip Poker 3 

Data Disk #5 

Stunt Island 
Super Space Invaders . 
Super Tetris 


..30,95 

..17.95 

36.95 

.22.95 

..30.95 


Tales of Magic; Prophecy Shadow 37.95 
Teenage Mut. Ninja Turtles:Arcd . 30.95 
Teenage Mut, Ninja Turtles: Advtr 30.95 
Test Drive III 36.95 


The Games-Winter Challenge .... 

.,34.95 

Their Finest Hr/Batlle of Britain . 

,.42.95 


..30 95 

Tilt 

-.24.95 


iO.95 

Top Gun 

10.95 


10,95 

Treasure of the Savage Frontier , 

11 .95 


.. 36.95 


36,95 

Ultima VI 

41,95 

Ultima VII 

.. 46.95 

Ultima Underworld 

46.95 

UMS II: Nations at War 

36.95 

UMS 11: Planet Editor 

,.30.95 


800 - 558 - 



PO Box 17882, Milwaukee, Wl 53217 


SOUND BOARDS/CARDS 




Music Card -$79 

•^Ad Lib Gold 1000 -$179 

THE EXPANDABLE SOUND SYSTEM! 

• Ad Lib 1000 SCSI Adaptor Kit $59 
PC Telephone Answering System $69 
• Surround Sound Module $69 
Ad Lib Gold 2000 -$245 AdLilfl 
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Sound Blaster 
Speech/Music/Voice 
MIDI/Game Port 
$109 

Speakers $29 


Sound Blaster Pro 
Stereo/Speech/Music 
MIDI/CD-ROM Interface 
Game Pori 
$185 


Pro Audio 
Spectrum 

Professional Stereo 
Sound Adapter Plus 
Audio & Powerful Software 

$229 


ThunderBoard 
Enter a New Dimension 
of Sound, Voices 
Speciai Effects! 
$92 


• JOYSTICK • 

• MICE • 
Game Cards • 


MACH 3 Joystick ... 


$29 

MAXX Flight Yoke,, 

$69 

MAXX Pedal -NEW 

$39 

Flight Stick 

$44 


• • MODEMS 


Cardinal 2400lnt./Ext $59/95 

Cardinal 9600 Internal V.32 w/ MNP5 ... $285 
Cardinal 9600 External V.42 w/ MNP5 ... $335 

Zoom AMC Int. or AMX Ext. 2400 $65 

Zoom AFC Int. 2400 Send9600/Rec 4800 $72 
Zoom AFX Ext. 2400 Send9600/Rec 4800 $84 

Zoom 2400 Int. Send/Rec Fax 9600 $109 

Zoom 2400 Ext. Send/Rec Fax 9600 $119 

Zoom 2400 S/R 9600 for Win Int $129 

Zoom 2400 S/R 9600 for Win Ext $1 39 

Zoom 2400 V.42 BIS External W/MNP5 . $129 
Zoom 2400 V.42 w/Send/Rec 9600 Int ,. $145 
Zoom V.32 bis Internal/External ... $245/$265 
Zoom V.32 bis Send/Receive 9600 Int. . $265 
Zoom V.32 bis Send/Receive 9600 Ext .. $319 

Supra 2400 Internal w/ Mirror II $55 

Supra 2400 External $79 

Supra 2400 Plus Int. w/ MNP5 V,42 BIS $109 
Supra 2400 Plus Ext. w/MNP5 V.42 BIS .$129 
Supra Fax Modem Plus 2400 Internal 
with V,42 & MNP5 for DOS/Win ... $1 29/1 45 
Supra Fax Modem Plus 2400 External 
with V.42 & MNP5 for DOS/Win ... $149/165 

Supra Fax Modem V.32, Ext, alone $239 

with Fax Software, DOSAVin .,$259/ $279 
SupraFaxModem V.32 bis. Ext. alone .... $309 
with Fax Software, DOS/Win ... $329 / $329 


Hi Speed Adaptor $19 

CH Game Gard Automatic$30 

ADVANCED GRAVIS: 

Analog Joystick $35 

Eliminator Gamecard $31 

GOLDEN IMAGE: 

3 Button Mouse w/ Driver$19 

AMIGA 

WIco Ergo Stick $18 

ADVANCED GRAVIS 

Switch Joystick $31 

Mouse Stick $59 

GOLDEN IMAGE: 

Replacement Mouse $35 

Optical Mouse + Pad .... $45 


• CALL US FOR OUR CD-ROM TITLES! ■ 


MAGNAVOK 

Ext. Combination CD-ROM 
Drive with CD-Audio Player 

Call for Included 
Software Titles! 


$379 


CREATIVE LABS. INC. 

SoundBlaster Pro 
Multimedia Upgrade Kit 
Int. $539 • Ext. $599 


CD-ROM Drive Package 

(it you have Sound Blaster Pro) 

Int. $359 • Ext. $419 


SONY 

External CD-ROM Package 
CDU-7205 

Call for Included 
Software Wes! 


Call! 


MfOraVISION 

Multimedia PC 
Upgrade Kit Internal 
& CDPC External 


pipg 

Multimedia PC 







. 36.95 

US Atlas 3.0/Windows 37.95/48.95 

Knights of the Crystallion 

. 36.95 


, 30,95 


. 36.95 


. 36.95 


. 31 .95 

Where.. .Carmen SanDiego/Each . 
Where,. .Carmen America 



30.95 

.36.95 

Leisure Suit Larry 1,2 or 3 

. 36.95 




. 36.95 




. 30,95 


. 30.95 


.21.95 


, 30.95 


.31.95 


. 31.95 


.31.95 


47.95 


. 36.95 




. 31,95 

Wing Commander II 

Speech Accessory Pack 

Special Operations 1 

Wing Commander Deluxe 

47.95 

Mantis:Experimental Fighter 

. 36,95 

24.95 

42.95 

Mavis Beacon Typing 

31.95 

37.95 

.31.95 


. 36.95 




37.95 

Wizardry-Crusaders Dark Savant 



36.95 



30,95 



Mig-29 

. 30.95 

World Atlas 3.0 

,42.95 

Might & Magic III 

Millenium 

37,95 

World Atlas 3,0 for Windows 

.48,95 

24.95 


,36.95 

Mixed -Up Mother Goose 

. 30.95 



25.95 


.37.95 


.24.95 



Oh No! Lemmings (stand alone) 

.30,95 
. 30.95 

AMIGA 

1 

1 

miiiii 



4-D Boxing w/Tru-Motion 

,31.95 


24.95 

A-10 Tank Killer V.1 .5 Upgrade .. 

. 36,95 


36,95 

Action Stations 

. 30.95 



Adventures of Willie Beamish 

. 36.95 

PGA Tour Golf ... 

31.95 

Agony 

ATAC 

. 30.95 
. 30.95 

Golf Tournament Course Disk .. 

.17.95 

Awesome 

. 36.95 



B-17 Flying Fortress 

.41,95 



Back To the Future II or III 

.24.95 



Ball Game 

. 24.95 



Barbarian II 

, 30.95 


36.95 

Bard's Tale III 

.31.95 


37.95 

31.95 

Battle Chess II 

. 30,95 


Battle Isle 

,31.95 


Bill Elliot Nascar Challenge 

, 30.95 


37.95 

Birds of Prey 

,31.95 


.31.95 


.31.95 



Blitzkrieg 

, 30.95 



Blue Max 

.31.95 




. 24.95 



Carmen San Diego/Each 

. 30.95 


30,95 

Carmen San Diego - America 

. 36.95 


. 36,95 

Castles ... 

. 36.95 



Celtic Legends 

.31.95 




.31,95 



Champions of Krynn 

,31.95 


. 36,95 

Chaos- Dungeon Master 2 

Chessmaster 21 00 

, 24.95 
,31.95 

Romance of the 3 Kingdons II .... 

.42,95 
,37,95 
.37.95 
,31,95 
. 36.95 


.25.95 


Civil War 

.37.95 



. 30.95 


Conflict: Korea .... 

,37.95 


Conflict; Middle East 

, 36.95 


. 36,95 

Covert Action 

.36.95 



Crusaders Dark Savant 

.41.95 


. 30,95 

Curse/Azure Bonds 

.31.95 



Cybercon III 

. 36.95 



Das Boot Submarine 

.31 .95 




.31 .95 

Space Ace II: Borf's Revenge 

. 36,95 
. 30.95 

Dragon's Lair 11/Time Warp 

. 34.95 


. 30.95 



Elvira lor II 36.95/41,95 



Eye of the Beholder 1 or II 

, 37.95 


24.95 

F-15 Strike Eagle II 

, 36.95 



Falcon 

, 30,95 




,27.95 

Super Space Invaders 

.22,95 

Fighter Dual 

. 30.95 


. 36.95 

Tales of Magic: Proph. Shadow .. 

,37.95 

Flames of Freedom 

. 30.95 


, 35,95 

Teenage Ninja Turtles: Arcade ... 

, 30.95 

Flight Simulator II 

. 30.95 

Gateway to the Savage Frontier .. 

.31.95 


24.95 

Greens 

. 36.95 




.30.95 




,30.95 

Tracon II 


Hardball II 

30.95 


Hare Raising Havoc 

30,95 


. 36,95 

Harpoon 

37.95 


. 36.95 

Battleset 2 or 3 

. 20.95 


Battleset 4 

, 25.95 



Harpoon Challenger Pak 

. 57,95 



Heart of China 

. 36.95 



Home Alone 

.24.95 



Hoverforce 

. 30.95 



Immortal 

,31,95 



Indy Jones 4: Fate of Atlantis 

,37.95 


. 36.95 


,31,95 

Where in the ...Carmen each 

, 30,95 
30.95 

Jack Nicklaus Unlimited 

, 36.95 


,15.95 



James Bond : The Stealth Affair . 

. 34.95 

Wild Wheels 

31.95 

J. Conners's Pro Tennis Tour 

,31.95 



Jones in the Fast Lane 

, 24.95 


35.95 

Keys To Maramor 

31.95 


36.95 


ORDERING INFO: Specify system. For fast delivery send cashier's check or money order. Personal & company checks allow 14 business days to clear. P.O.'s welcome, C.O.D. charges are $5.00.ln Continental U.S.A. include $5.00 for 
software orders 5% shipping for hardware, minimum $5,00. MasterCard and Visa orders please include card #, expiration date and signature. Wl residents please include 5% sales tax. HI. AK, FPO, APO, Puerto Rico and Canadian orders, 
please add 6% shipping, minimum $6.00. All other foreign orders add 15% shipping, min $15.00 All orders shipped outside the Continental U.S.A. are shipped first class Insured U.S. mail, where available. If foreign shipping charges 
exceed the minimum amount, you will be charged the additional amount All goods are new and include factory warranty. We do not guarantee compatabillty & version #s. Due to our low prices all sales are final. All Defective returns must 
have a return authorization number. Call (414) 357-8181 to obtain an R.A. # or your return will not be accepted. Prices and availability subject to change without notice. Shipping & handling are non-refundable. We ship the latest versions 
available to us, updates must be handled by end user directly with the manufacturer. Not responsible for typographical errors. In an effort to be complete, some new products may not be available from the manufacturer at press time. 
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Which Sound Card Works Best For Me? 

by Mike Weksler 


W ith all the accoutrements avail- 
able in the world of IBM com- 
patibles, the most amazingly 
overlooked item is the speaker. It is a 
cheap device that is one notch above a 
buzzer and designed to beep an oc- 
casional warning rather than provide any 
decent aural experience. It is the primary 
area in which the IBM compatible lags be- 
hind the Amiga and Macintosh platforms. 
Fortunately, this has, in the last few 
years, changed as the technology incor- 
porated into sound cards for the IBM-com- 
patible platform has become increasingly 
sophisticated. 

This article will introduce the reader to 
the current crop of add-in sound boards 
and how they relate to games. It is not in- 
tended to uncover each detail of every 
board on the market — a book would be 
more suited to that task. This article 
divides sound cards into three categories: 
music synthesizer sound cards, music 
synthesizer sound cards with digital audio 
capability and multi-media sound cards. 
Note also that, though some sound cards 
are bundled with their own speakers, 
sound output can be greatly improved by 
jacking the sound card into one’s stereo 
system or quality amplified speakers. 

Music Synthesizer Sound 
Cards 

Music synthesizer sound cards were 
originally designed to add music and 
limited sound effects to the IBM com- 
patible gaming experience. With the ex- 
ception of the Roland hardware, these 
cards tend to b)e the lowest priced and 
are available for under one hundred dol- 
lars. If one is only interested in back- 
ground music and sound effects for 
games, these cards should be more than 
adequate. 

Ad Lib: this sound card has been and 
still is the current standard for FM syn- 
thesized music in games. Most games on 
the market are labeled Ad Lib com- 
patible. The Ad Ub card is bundled with 
the Visual Composer sequencing soft- 
ware to create one’s own music and the 
Jukebox software for playing songs back. 

Sound Runner: this is basicaliy a 
stripped-down Ad Lib clone. It is priced 
less and comes with only a small pair of 
Sony SRS7 speakers. If one just wants 
to play games, this is the most economi- 


cal card available. Interestingly, this 
sound card was first advertised as the 
Sound Commander until the company 
learned that there was already a sound 
card available with that name. The 
Sound Commander, though, is both Ad 
Lib and Soundblaster compatible. 

Roland LAPC-1 or CM-32L: The 
Roland synthesizer cards are the ultimate 
in music sound cards. The LAPC-1 is the 
bus card version, which can be pur- 
chasesd with or without a MIDI interface, 
while the CM-32L (next generation MT- 
32) is a separate module that connects 
to a MPU-ITC-T MIDI interface. The price 
is quite high at approximately $450 
(street price) for the LAPC-1 and around 
$500 or more for the CM-32L. Usually, se- 
quencing software is bundled in with the 
hardware. This is a professional Roland 
synthesizer sans keyboard with: 32 
voices, 1 28 instrument sounds, 30 
rhythm sounds and 33 sound effects. To 
hear one is to buy one. 

Music Synthesizer Sound 
Cards with Digital Audio 
Capability 

What does a synthesizer sound card 
with digital audio capability have to offer 
over an Ad Lib-sty\e standard music syn- 
thesizer card? In two words, the answer is 
“digitized voices.” Such cards allow desig- 
ners to bring real speech into games, as 
significant a technology to computer 
games as sound itself was to motion pic- 
tures in the late 1920s. One of the 
problems of moving from the “silent 
movies” of traditional computer games 
to the “talkies” of more modern games is 
the size of digitized sound files. Fortunate- 


ly, this is remedied with the advent of CD- 
ROM, but such discussion is beyond the 
scope of this article. Digital audio- 
capable sound cards are becoming more 
numerous on the shelves and, in order to 
be competitive, each one boasts different 
features. All of the following cards men- 
tioned below are compatible with the Ad 
Lib standard. 

Soundblaster: CMS manufacturers this 
sound card, which has the Yamaha 1 1 
voice mono-synthesizer chip identical to 
the standard Ad Lib board. It is 100 per- 
cent compatible with regard to games 
written to the Ad Lib standard. It also 
has the capacity to allow gamers to digi- 
tally record and play back sound 
samples. This is the standard that most 
developers base their digital audio- 
capable products on. It Is bundled with 
digitizing utiiities and music sequencing 
software in addition to having multiple in- 
puts for line-in, mic-in, and line-out. A 
MIDI connector box may be added for 
connecting to a MIDI-compatible key- 
board (to record keystrokes into one’s 
music sequencer program). Additionally, 
there is a joystick port (which also 
doubles as the MIDI connection for the 
MIDI box). Although there have been 
many cards that have come out since 
the original Soundblaster, it is still “tried 
and true” when it comes to issues of com- 
patibility. 

Thunderboard: If one is not into all the 
extra software that comes with the 
Soundblaster, MediaVision’s Thunder- 
board is a lower-priced alternative, com- 
plete with optional MIDI interface, and 
claims 100% compatibility with products 
written for both the Ad Lib standard and 
the Soundblaster standard. It comes 
bundled with demos of three front-line 
software programs. 

Sound Master II: This sound card from 
Covox is compatible with their Speech 
Thing (a device that plugs into one’s 
parallel port and plays digitized sound 
through a sfieaker) as well as the 
Soundblaster card. Unfortunately, It re- 


SoiatcC 

Installing a soundcard into one’s com- 
puter can be as simple as dropping the 
card into an empty slot, plugging in the 
speakers and running the appropriate 
setup utility for a given game. On the 
other hand, hardware conflicts in IBM- 
compatible equipment can be a real 
nightmare. The reason that conflicts may 
occur is largely attributed to two cards 
trying to use the same interrupt request 
(iRQ) (on an ISA bus — EISA buses have 


the capability to share IRQs). There are 
jumpers on most bus cards that allow 
one to select which IRQ to use. Common- 
ly, on a sound card, IRQs 2, 3, 5 and 7 
are selectable. Additionally, there can be 
DMA conflicts as well as base memory 
conflicts. It is a good idea to have all the 
information on each of one’s bus cards 
written down before a sound card installa- 
tion is undertaken — of course, one can 
always start yanking out cards until the 
sound card plays the test music (which 
sometimes ends up l)eing a viable solu- 
tion for getting a sound card to work in a 
given system). 
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quires a TSR (“terminate and stay resi- 
dent”) driver to be compatibie with the 
latter and everyone knows TSRs take up 
memory. Many games wiii not run with 
any TSR in memory, however, so one 
loses the advantage of having the board, 
it aiso requires two iRQs. The Sound- 
master II, however, does piay Sound- 
blaster digitized sampies and comes with 
a variety of digitizing and sequencing 
software, inciuding a program that con- 
verts the Soundblcister .VOC fiies for 
repiay through the Covox card, it also 
has voice recognition and the capability 
for digitai signai processing for pitch 
changing, harmonizing, flanging, reverb, 
chorusing distortion and echoes. The 
Sound Master II may not be fully 
Soundblaster compatible for games, but 
enough of the major developers support 
the card in their games that some 
gamers will want it because of some of 
the other things it does. MIDI is handled 
on the card without the need for a MIDI 
connector box. Additionally, the F*C 
speaker may be bypassed and the signal 
run directly through the Sound Master II 
for an increase in the quality of output 
from the PC speaker. The latter configura- 
tion is useful for games from Access that 
utilize the Real Sound technology, if the 
reader is into digitizing and creating inter- 
esting samples, this may be the card to 
check out more closely. 

Stereo FX: This one comes from ATI — 
the same company that makes hot-rod 
VGA cards such as Graphics Ultra. It is 
a cross between the original Sound- 
blaster (in that it requires an optional 
MIDI connector box for MIDI support), 
and the Thunderboard, if only the latter 
had stereo capability, it is Soundblaster 
compatible and is entirely software con- 
figurable. One merely bolts the card on, 
drops the hood and then fires up the 
software to set up the IRQ channel and 
other configurations — in other words, no 
jumpers, it comes bundled with speakers 
and is competitively priced. 

VGA Stereo FX: The reader who is 
short on slots in his/her computer would 
do well to consider this hybrid between 
ATI’s VGA Wonder XL 1024 x 768 x 256 
color VGA card (which also mns in a vir- 
tual 32K color mode at 640 x 480 resolu- 
tion) and ATI’s Stereo FX card. It even 
has a bus mouse port and comes with a 
mouse (although it is not a replacement 
for premium-line mice). All this card 
needs is an industry standard SCSI port 
and it would be an MF*C card. There is no 
volume knob on this card — it comes 
bundled with the MIDI connector box, a 
peripheral that handles volume control 
and joystick connections. Software 
drivers are included for most major ap- 
plications, such as Microsoft Windows 
and AutoCAD. 


Sound Commander FX: This board, 
from Mediasonic, is very similar to the 
Thunderboard, but is capable of support- 
ing MIDI (without a connector box) and 
has an innovative infra-red remote con- 
trol (sold separately), useful for business 
demonstrations. It is also bundled with 
presentation and Karaoke software. 
Another nice feature is the ability to con- 
nect to CD audio. It is even compatible 
with the Covox Speech Thing. 

Other Digital Audio 
Capable Devices 

The Disney Sound Source plugs into 
one’s parallel port. It plays digitized 
sound through its built-in speaker and is 
supported by such Disney releases as 
Dick: Tracy and The Rocketeer. 

Sound Star: Though it sounds like 
another sound card, this is a device that, 
like the Speech Thing, attaches to one’s 
internal speaker and allows the signal to 
output to stereo speakers. This particular- 
ly enhances products using Real Sound 
technology. It comes bundled with Lab- 
tec speakers (larger than most of the 
speakers bundled with other sound cards. 

Multi-Media Sound Cards 

A Multi-Media sound card should sup- 
port the following features: CD-ROM with 
CD digital audio, minimum 8-bit DAC con- 
verter, minimum 8-bit linear analog-to-digi- 
tal converter, digitally controlled analog 
audio mixer, music synthesizer chip, 

MIDI capability and should use DMA 
channeling and an IRQ line. A Multi- 
Media or MFC sound card is the heart of 
an MFC (Multi-Media FC). 

Anyone who wishes to take advantage 
of the eventual deluge of MFC software, 
as well as anyone who wishes to have 
their SCSI host bus adapter and sound 
card combined in one slot, will need one 
of these cards. 

Media Vision’s Pro-Audio Spectrum is 
an MFC card, albeit some compatibility 
problems were encountered when play- 
ing games with an early evaluation ver- 
sion. Media Vision claims that the new 
Pro Audio Spectrum 1 6 will be 
Soundblaster compatible, as well as 
backward-compatible with the Pro Audio 
Spectrum. This MFC card will have 16-bit 
sampling and playback up to 44 kHz in 
stereo, a 2C)-voice stereo synthesizer and 
a volume control (one hopes in the form 
of a knob on the back of the card — the 
earlier generation of this card required 
one to use a keyboard combination to 
alter the volume). One will be able to per- 
form audio mixing between the internal 
synthesizer, digital audio, CD audio, exter- 
nal line-in, microphone and an IBM 
speaker (all except the last two items are 
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Uj^aerworld 
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World acclaimed! 
Reviewers rove 
abotrt^ pre-release 
ULTIMO Underworid"^! 


“Ullitna Underworld 
is the premier 
dungeon game ever 
made, period. 
Excellent, without 
equal!” 
fCoinpuIer tiame 
Review. U.S.) 



“If you've got a PC. 
then you’ve got to 
have UUima 
Underworld ... 
a masterpiece.” 
(ACE, England) 


"The scrolling, 
graphics, sound... 
the whole e.xperience 
is totally one of 
’being there’. ” 
(Pt; Games Plus, 
■Australia) 




"If the [released] 
game is equally 
realistic, you can rub 
your hands in 
anticipation ... mark 
your calendar. . . ” 
(ASM. Germany) 


“Prom now on. we 'll 
talk about before- | 
Underworld and 
after- Underworld 
...the greatest atul 
the finest game of I 
the year." 

(Tilt Magazine, France) 

Imagine what theyH 
say when they see 
the real thingl 


At a retailer near you or call 

1-800-999-4939 

for MC/VISA. 


Ciipyriuhi I99i OBKilN systenis. i 
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in stereo). Bundled software will include 
Stereo Studio F/X for waveform editing, 
SP Spectrum for MIDI sequencing, a 
software-controlled mixer, TrackBlaster 
Pro, four-track editing software. Pro 
Speech (a realistic text-to-speech con- 
verter), a music and sound effects 


library, a multi-media presentation ap- 
plication compatible with software such 
as the Autodesk Animator and a full 
complement of MS Windows 3. 1 drivers 
and DLLs (Dynamic Link Ubraries). 

The SoundBlaster Prois the second 
generation of the SoundBlaster from 


Creative Labs, has stereo DACs, stereo 
analog-to-digital capability from either a 
microphone, CD or line-in, a sampling 
rate of up to 44kHz (22kHz maximum 
sampling rate in stereo), digitally control- 
led stereo analog mixer, stereo 24-voice 
FM music synthesizer, a built in MIDI In- 


(^i<UcU to- S^uttd 

Ad Ub, Inc.; 

Ad UB 

Ad UB Gold 1000 
SCSI Interface Kit 
Surround Sound Kit 
Telephone Answering Kit 
Ad UB Gold 2000 

50 Staniford St, Suite 800 
Boston MA 02114 
(800) 463-2686 

American Paciflc Concepts: 

Sound Star 

1955 W. Texas St Suite 7-170 
Fairfield, CA 94533 
(800) 235 3837 

ATI Technologies Inc.; 


ATI Stereo FX 
ATI VGA Stereo FX 

3761 Victoria Park Avenue 
Scarborough, Ontario 
Canada MTW 3S2 
(416) 75&0718 

Covox: 

Sound MiLSter II 

675 Conger St 
Eugene, OR 97402 
(503) 342-1271 

Creative Labs: 

Sound Blaster 
Sound Blaster Pro 
CD-ROM upgrade kit 

North American Distributor 
Brown-Wagh Publishing: 
130D Knowles Drive 


Los Gatos, CA 95030 
(408) 378^3838 

Outside North America; 
Creative Technology PTE. Ltd. 
75 Ayer Raja Crescent #02-04 
Singapore 0513 
(65) 773-0233 

Wait Disney Software: 

Disney Sound Source 

(800) 688-1520 

Mediasonlc, Inc.: 

Sound Commander 
Sound Commander FX 
Sound Commander M 
Sound Commander Gold 

40720 Fremont Blvd. 

Fremont, CA 94530 
(510) 4389996 


Media Vision: 

ThunderBoard 
Pro-Audio Spectrum 

47221 Fremont Blvd. 
Fremont, CA 94538 
(800) 845 5870 

PC Turbo Corp.: 

Sound Runner 

515 Spanish Ln. #D 
Walnut CA 91789 
(714) 595-3232 

Roland: 

LAPC-1 

CM-32L 

7200 Dominion Circle 
Los Angeles, Ca 90040-3647 
(213) 685-5141 



Hav« you «v«r said... 

”K I were 
running the 
nation, this is 
what I would 
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Well, get SIRIUS! 

What do you do In this Play-By-Mail game? 

— ► Race to Prosperity and Glory! 

— ^ Manipulate National Politics and Economicsl 
— ^ Engage in Worldwide Espionage and Diplomacyl 
— ^ Take Charge in Military Confrontations! 

^ Play With Up To 20 PEOPLE per game! 

INTRODUCTORY OFFERl Play your first game for only $3 per furn (normally 
$4.55 per turn, avg. 17 turns per game). You can pay as you play, and of course play 
only as long as you desire. We suggest you first buy the rules, which costs $2.50, to 
familiarize yourself with elements of the game. 

Mail your check to: 

Inner Dimension Games 

Dept. CGW ' ■ 

51 Henry W. Dubois Drive 
New Paitz, NY 1X561 





Now in our Second Year Providing Unparalleled Play-By-Mail Entertainment! 


‘MPER MAYHEM 

“The Informative Pla\;-B\^-Mail Magazine” 

Having a hard time getting enough players together for your favorite role 
playing or boardgame? Eliminate this problem by joining the world of play- 
by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the 
world of play-by-mail (PBM) gaming. Virtually every 
facet of PBM gaming is covered by PAPER MAYHEM, 
Fantasy, science fiction, historical and sports. Each 
bimonthly issue brings you the latest on PBM games. 

PAPER MAYHEM has been publishing news about 
PBM games and companies since 1983. We have im- 
proved and expanded to keep up with this ever 
popular activity of PBM gaming. 

So why delay and miss out on all the fun? Read 
PAPER MAYHEM and take advantage of PBM 
gaming, 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM 
(Dept CG) 

1518 Adams St., 

Ottawa. IL 61350-4770 

U.S. SUBSCRIPTIONS: 1 year $24.00 2 years $42.00 Sample $5.00 

FOREIGN SUBSCRIPTIONS 1 year loCandda $31 00. 1 year to Europe $51 00, 1 year to Australia $57 00 
All subscriptions to PAPER MAYHEM are to be paid in US funds and drawn from US banks Foreign subscrip 
tions are asked to use International Money Orders in US funds 
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DISK-COUNT SOFTWARE 


ADncDO ONIY MASTER CARO, VISA, DISCOVER 

UHUbHb UNLY and AMERICAN EXPRESS 

nnn-44n-nnSn SURCHARGE 

PRODUCT INFO & OTHER BUSINESS SHIPPING IS JUST $4.00 PEF 

908-396-8880 order! NOT PER ITEM./' 


LOWEST DELIVERED PRICES! WE WILLBEATANY ADVERTISED PRICE. 


Cosmos 

688 Attack Sub 2 3 F-15 Strike Eagle 2 3 4 Miliiken Storyteller 

ABC Monday Night Football 3 7 F-1S 2 Scenario Disk 19 Mike Oitka Ultimate Fo< 

ABC Wide World Sport Box 3 1 FI 17a Stealth Fighter 2 4 9 Mission impossible 

Accu-Weather Forecast 5 1 Faces-Tris 3 2 5 Mixed-Up Fairy Tales 

Action Stations 3 2 Falcon 3.0 4 2 Monologue 

AD&D: Collector's Edition 3 8 Family Tree Maker 4 2 Monopoly/ Scrabble B 

Adventure of Willy Beamish 3 7 Far Side Computer Calendar 49 Moonbase 

AlgeBlaster Plus 3 1 Femme Fatale 2 6 Nigel's World 

Algebra Made Easy 2 5 Firehawk • Thexder 2 2 1 Ninja Turtle; Action 

Altered Destiny 2 2 Flames of Freedom 3 1 Ninja Turtle: Adventure 

Amarillo Slims Dealer Choice 3 2 Flight of the Intruder 3 7 Nobunaga's Ambition 

Amarillo Slims Real Poker 1 9 Flight Simulator A.T.P. 3 7 No Greater Glory 

Ante up/ Friday Night Poker 1 9 Flight Simulator (Microsoft) 4 1 Nova 9 


iiiennium ^ 

3 4 Miliiken Storyteller 3 2 Supercourse S 

19 Mike Oitka Ultimate Football 3 7 Swap 

4 9 Mission Impossible 3 1 Tank (new vei 

2 5 Mixed-Up Fairy Tales 31 Targhan 

4 2 Monologue 9 4 jeam Suzuki 

4 2 Monopoly/ Scrabble Bundle 3 1 team Yankee 

49 Moonbase 25 Terminator 


Super Tetris 3 1 

3 2 Supercourse Software SAT 2 5 sg^^Iiax 

Above Disk 6 t Ad Lib Sound Card 7 9 

3 Tank (new version) 3 7 Above Utilities 5 1 Ad Lib MicroChannel 139 

3 1 Targhan 2 5 Adobe Type Manager 6 1 Personal Cmptr. Music Sysl.118 

9 4 Team Suzuki 2 5 After Dark for Windows 2 9 Ad Lib Gold 1000 1 9 5 

3 1 Team Yankee 3 7 Automenu 3 5 Ad Lib Gold 2000 259 

2 5 Terminator 3 5 Bannermanla 2 2 Ad Lib Gold MicroChannel 329 

3 7 Test Drive 3: The Passion 3 7 Becker Tools 7 5 Instrument Maker 3 2 

31 Theatre of War 3 2 Calendar Creator Pius 4 9 Pop Tune 2 6 

3 1 Theme Park Mystery 3 1 Carbon Copy 1 1 5 Programmers Manual 2 6 

3 7 Their Finest Hour 3 6 Central Point Anti Virus 7 7 Visual Composer 6 4 

4 2 Thunderhawk 3 1 Colorix 9 5 Visual Composer/ MIDI Suppl.2 6 

2 2 Time Quest 3 7 Copy II PC 3 5 COVOX 

3 2 Tony LaRussa Ultimt. Baseball 3 2 Correct Grammar /Windows 6 2 sound Master 2 145 


UTILITIES 


75 AD LIB 
6 1 Ad Ub Sound Card 


Animation Studio 
Arachnophobia 
Are We There Yet? 

Armada 2525 
Armor Alley 
Armour-Geddon 
A-10 Tank Killer 
Automap 

Back to the Future 3 
Backgammon By George 


7 9 Scenery DiskA B or Gr. Brt. 3 7 Nuclear War 
1 9 Scenery Disk European 1 9 Number Muncher 
3 2 Game Shop (Microsoft) 3 6 Official Baseball C 


3 7 Test Drive 3; The Passion 
3 1 Theatre of War 
3 1 Theme Park Mystery 
3 7 Their Finest Hour 
42 Thunderhawk 


2 S After Dark for Windows 
37 Automenu 

35 Bannermanla 

3 7 Becker Tools 

3 2 Calendar Creator Pius 
3 1 Carbon Copy 
3 6 Central Point Anti Virus 
3 1 Coiorix 


3 2 Gateway to Savage Frontier 3 7 


1 9 Number Muncher 3 0 Tony LaRussa add-on (ea.j 1 5 Data Ease Personal 

3 6 Official Baseball Card Collectors 1 Top Gun Dogfighting Simulators 1 Definitions Plus 


27 Geisha 
3 1 GeoJioSaw 
3 7 Gold 01 the Aztec 
5 4 Go Master 
2 5 Grand Slam Bridge 
2 6 Gunship 2000 


B.B. Card Coll. Stat Disk 


3 1 Oil's Well 

2 5 Operation Combat 
3 1 Operation Neptune 

4 9 Oregon Trail 


1 9 tracon 2 

2 2 Treasure Mountain 
31 Treehouse 

3 7 Trump Castle 2 
3 0 Twilight 2000 


2 0 Once Upon a Time 1, 2, or 3 3 1 Ultima 6 


Bane of the Cosmic Forge 3 6 Hardball 2 

Bard's Tale 3 3 2 Hard Nova 

Bard's Tale Construction Set 3 5 Hare Raising Havoc 

Barron's SAT 3 1 Harpoon 

Bart Simpson House of WeirdS 1 Harpoon Challenge 
Battlechess (all versions) 3 1 Headline Harry & Pt 

Battlechess 2 3 1 Heart of China 


42 Outnumbered 
3 1 Overlord 
3 2 Patriot 

3 1 Patton Strikes Back 
3 8 PC Globe or USA 
5 7 PC Study Bible 


Battle Command 
Battlefield 2000 
Battle Isle 

Battles of Napoleon 
Battlestorm 

Berenstain Bear Counting 
Berenstain Bear Color 
Berenstain Bear Letter 
Berlin 1948 
Bill Elliott NASCAR 


Bill & Ted Excellent Adventure2 5 J. Nicklaus Clip Art #1 


3 1 Headline Harry & Paper Chase3 7 Peghole 

3 1 Heart of China 3 7 Penthouse Jigsaw 

3 2 Hole in One Golf 2 2 Personal Pro Golf 

3 7 Home Alone 2 6 PGA Tour Golf 

3 2 Hoverforce 3 1 Phonics Plus 

3 1 Hoyles Book of Games 1 or 2 2 2 Pick 'n Pile 

3 1 Hoyles Book of Games 3 3 1 Planets Edge 

1 7 Indiana Jones 4 3 8 Playroom w/ Sound Disk 

2 5 Instant Facilities Locator 2 6 Police Quest 3 

2 5 Ishido; Way of the Stone 3 5 Pools of Darkness 

3 1 Jack Nicklaus Unlimited Golf 3 7 Powermonger 

3 1 J. Nick. Course Disk 3,4 or 5 14 Prehistoric 


Black Gold 
Blitzkrieg 
Bloodwych 
Bo Jackson Baseball 


3 1 James Bond; Stealth Affair 
3 2 Jetfighter 2 
2 5 Jigsaw Pinups 
3 1 Jimmy Conners Tennis 


1 7 Print Shop 
3 2 Print Shop Companion 


4 2 Print Shop Graphics (each) 2 2 


3 1 Ultima 7 

3 9 Ultrabots Sanction; Earth 
3 8 u.M.S. 2 

3 7 u.M.S. 2: Planet Editor 
3 9 u.S. or World Atlas 
90 Vaxine 

3 1 Vengeance of Excalibur 

2 6 Warlords 

3 1 Wayne Gretzky Hockey 2 

3 2 Welltris 

2 6 Western Front 

2 7 What's My Angle 

3 8 Where is Carmen Sandiego 

3 1 in America's Past 

3 7 in Europe 

3 8 in Time 
3 2 in USA 
3 1 in World Deluxe 

3 6 White Death 
3 1 Wing Commander 


3 1 Deluxe Paint II Animation 
3 1 Desqview 
3 7 Desoview 366 
31 D R DOS 6.0 

3 7 Dvork on Typing 

4 0 Express Publisher 
4 8 Facelift 


95 CREATIVE LABS 

60 Sound Blaster 119 

8 6 Sound Blaster Microchannel2 1 9 

7 9 Sound Blaster Pro 19 5 

125 Midi Connector (5 in 1 out) 7 9 

6 9 Midi Kit (1 in 1 out) 5 9 

3 1 Software Developers Kit 8 0 

9 5 Voice Editor 5 2 

65 MEDIA VISION 


3 7 Far Side Computer Calendar 4 9 MuTtTmedia Kit w/ Pro Sped. 7 39 


Bushbuck, Charms, & Viking 3 1 Jones in the Fast Lane 


2 2 Pro Football Analyst 

3 2 Quest for Glory 1 or 2 
3 1 Railroad Tycoon 


Mission Disk 1 or 2 


3 7 Wing Commander 2 
3 7 Special Operations Disk 

3 7 Speech Disk 


Cadaver 
Captain Comic 2 


25 Khalaan 
1 5 Kid Pix 


2 5 Random House Encyclopedia 6 9 Wizardry Triiogy 


Cartoon Calendar A Day Plus 1 9 Kid Works 


Carriers War 
Castles 

Scenario Disk 
Castle of Dr. Brain 


Killing Cloud 
3 7 Kings Quest 1 VGA 
1 9 King's Quest 5 VGA 
3 1 King's Quest 5 EGA 


Challenge of Ancient Empire 3 1 Knights of the Sky 


Champions 
Champions of Krynn 
Checkmate 
Chessmaster 3000 


3 8 Laffer Utilities 
3 2 Legend of Faerghail 

3 4 Legend of Robin Hood 

4 4 I C..:t I ..... 4 Xlf' 


3 1 Reader Rabbit 
3 7 Reader Rabbit 2 
3 1 Read 'n Roll VGA 
3 1 Red Baron 

3 7 Red Storm Rising 

4 2 Riders of Rohan 

3 7 Rise of the Dragon 
3 7 Risk 

2 2 Road to the Final Four 

3 2 Robosports Windows 
3 7 Rocketeer 


Children's Writing and PubI 4 2 Larry Bundle 


3 2 Leisure Suit Larry 1-VGA or 5 3 7 Rocketeer w/ Sound Source 4 2 


30 Wonderland 

3 6 Word Muncher 
3 1 Wordtris 
3 7 World Class Soccer 
3 5 Writer Rabbit 

3 1 Wrath of Demon 
3 7 x-Men 2 

2 5 Yeager's Air Combat 

3 7 Your Personal Trainer 
3 7 Zeliard 

31 


CivBizatk^ 

Codename; Iceman 
Command HQ 
Complete Lottery Tracker 
Conan; The Cimmerian 
Conflict Middle East 
Conquest of Longbow 
Conquest of Comelot 
Corporation 
Covert Action 
Crime Does Not Pay 
Crime Wave 
Crisis in the Kremlin 
Crossword Magic 
Crusaders of the Dark Savant 
Curse of Azure Bonds 
Cybergenic Ranger 
Das B^t 

Death Knights of Krynn 
Deluxe Paint II Enhanced 
Demoniak 
Designasaurus II 
Destination; Mars 
Ok* Tracy 
DinoWars 
Dolphin Simulation 
Dragon's Lair 
Drag's Lair 2 
Dream Team NBA 
Ducktales; Quest for Gold 
Earl Weaver 2 
Earthquest 
Eco Pnantoms 
Eco-Ouesi t 
Eco-Saurus 
Elite Plus 
Elvira 

Elvira 2; Jaws of Cerberus 
Entertain, Pak Wind, 1,2 or 3 
Eye of the Beholder 
Eve of the Beholder 2 


42 Lemmings 3 1 Rollerbabes 2 5 I”' Y,'""!'.. 

37 Oh No More Add-on Disk 2 2 Romance of the Three Kings 24 2 


5 4 Roger Rabbit 
3 1 Rollerbabes 


3 7 Geoworks Ensemble 
3 1 Grammatik IV or Windows 
3 8 Hijaak 

2 4 Info Select 

3 0 Laplink 4 Pro 
3 2 Lotus Works 

3 5 Microsoft Quick Basic 

2 2 Microsoft Quick C 

3 8 Money Counts 

MS DOS 5.0 
MS DOS 5.0 Upgrade 
3 g Norton Utilities 
3 ) PC Anywhere 4 
3 J PC DOS 5.0 Upgrade 

3 4 PC Kwik Powerpak 

4 Q PC Paintbrush 4 

4 4 PC Paintbrush 4 * 

4 2 PC Tools 
4 Q PFS; First Choice 
1; PFS; First Publisher 
2 5 PFS: Window Works 
4 5 Printmaster Plus 
4 4 Print Shop 
4 J Procomm Plus 2.0 
4 L Pyro Screen Saver 
XS QEMM 
ll Q DOS 3 
‘5 QRAM 
^ ] Quicken 5.0 
- 1 Quicken for Windows 
\ I Quicken Quick Pay 
I « RBase Personal 
ll RiahtWriter 
^ ^ Software Carousel 

■ Stacker 

Stacker w/ 16 Bit Card 


119 Pro Audio Spectrum 
5 7 Thunderboard 
9 9 ROLAND 


Midi Connector Box 


2 7 Midiator (Serial for Laptops) 9 5 

ll 

115 MQX-16 145 

115 MQX-32M 245 

n mm 

61 MPU-IMC 245 

114 TWELVE TONE 
9 9 Cakewalk Apprentice Slarter14 5 

7 5 w/ Sequencer 129 

1 0 5 Sr-22 Pack w/ Sequencer 199 


37 Lemmings • Oh No More 3 1 Rules of Engagement 

31 L'Empereur 3 7 Savage Empire 

31 Les Manley 2: Lost in L.A. 3 7 Scabble Deluxe 

37 Lexicross 2 5 Second Front 

37 Life and Death 2 3 2 Secret of Monkey Island *2 

37 Lightspeed 3 7 Secret Weapons of Luftw; " 

31 Links 3 6 P-36 Mission Disk 

37 Links Course Disk (each) 1 6 P-60 Shooting Star 

31 or order 3 or more (each) 1 5 Silent Service 2 

37 Lord of the Rings 2 3 7 Sim Ant 

37 Lost Admiral 3 6 Sim City 

32 Ml Tank Platoon 4 2 Sim City Graphics (each) 

42 Magic Candie 2 3 8 Sim City Windows 

32 Managers Challenge 2 6 Sim Earth 

31 Gen. Mgr. / Owner Disk 1 9 Simpson Adventure 

32 Mario Andretti Racing 3 2 Solidarity 

32 Martian Dreams 3 7 Space Ace 

88 Martian Memorandum 3 6 Space Quest Bundle 

31 Marvin the Moose 1 or 2 3 1 Space Quest 4 

23 Math Blaster Mystery 3 1 Space Shuttle 

37 Math Blaster Plus 3 1 Spacewrecked 

31 Math Rabbit 2 5 Speedball 2 

25 Math Zone 3 1 Spellcasting 101 

32 Matrix Cubed (Buck Roger 2) 3 2 Spellcasting 201 

25 Mavis Beacon Teaches Typings 2 Spell-it Plus 

37 McGee at the Fun Fair 2 5 Spirit of Excalibur 

31 Mean Streets 3 7 Star Trek 25th Anlv. 

15 Medieval Lords 3 8 Stellar 7 

32 Mega Fortress 3 8 Stickybear Math Tutor 

37 Mega Traveller 1 or 2 3 7 Stickybear Pre-School 

31 Mickey ABC's. Color or 1-2-3's2 5 Stickybear Reading Tutor 

37 Mickey Jigsaw Puzzles 3 1 Stock Market Game 

25 Mickey ABC's Combo Pack 3 7 Storm Across Europe 

31 Micro Cookbook 3 1 Strike Commander 

35 Micro Condensed w/ Dessert$2 2 Studyware for the ACT 

37 Microleague Football Deluxe 4 2 Studyware lor the SAT 

28 Midnight Rescue 3 1 Stunt Driver 

32 Mid Winter 3 1 Super Munchers 

38 Mioht and Maqic 3 3 8 Super Spellacopter 


Stacker Bit 

4 s 1991 Grolier Encyclopedia 215 Superstor 

Aloha Hawaii 4 5 Turbo Cadd v2.0 

4 4 Atlas Pack 5 9 Turbo EMS 

3 7 Audubon's Mammals 3 7 Word Perfect 

4 « Barney Bear Goes to School 3 7 Windows 3 

ll Batik Designs 4 5 

Xf Battlechess 4 9 fAl[H»lini 


0 £ oebivi ui muiiKev c ^ o q-li. ■ ik...,. 

3 7 Secret Weapons of Luftwaffe 4 4 
3 6 P-38 Mission Disk 2 0 ® p.mii. 

1 6 P-80 Shooting Star 2 0 5 fJJ ” J SS 

15 Silent Service 2 3 7 


3 7 Sim Ant 

3 6 Sim City 

4 2 Sim City Graphics (each) 
3 8 Sim City Windows 

2 6 Sim Earth 

1 9 Simpson Adventure 

3 2 Solidarity 

3 7 Space Ace 
3 6 Space Quest Bundle 
3 1 Space Quest 4 
3 1 Space Shuttle 
3 1 Spacewrecked 

2 5 Speedball 2 

3 1 Spellcasting 101 


C D Game Pack 
Collection of CIA World Fact. 


CH Roller Mouse Serial 
CM290E Mouse 
J : Expert Mouse Serial 
^ ^ Koalapad * w/ Or. Halo 
ix Microsoft Mouse 


Lonection ot UA world hact. Microsoft Mouse 8 5 

Compton , Famil/ Encyclop. 4 0 9 serial 6 9 

ConquesJ of the Longbow 3 7 Mouse Systems PC Mouse 3 8 9 ADVANC 

Corel Draw 419 Mouse W Trackball 5 9 fiST 

Golden Immortal 4 5 Trackman Serial 7 9 rJ «« « i, 

Illustrated Shakespeare 3 7 ■iriillliUn7aTiT?XriB pnSn\i 

Jones in the Fast Lane 2 5 fty/yix. 

Kings Quest 5 3 7 Frecom Fax 96 1 3 9 Warrior 

Magazine Rack 4 9 Frecom Fax 96 Oneliner 1 6 9 yy 

Mixed Up Mother Goose 2 5 MaxFax 9624 Fax/ Modem 115 
Multimedia Beethoven Ninth 5 7 Practical Peripherals 

Multimedia BooksheH Wind. 129 PM 2400 Internal 129 “ajj I 

Nautilus Intro 1 9 PM 2400 External 1 7 5 ,-2 


3 3 Cadenza t 29 

6 1 QEI4. 

A fi Copyist Apprentice 9 5 

ll Copyist Pro/ OTP 245 

45 DYNAWARE 
39 Ballade 129 

9 7 it by Ear 6 9 

5 5 Rhythm Ace 6 9 

59 MUSICATOR 
79 Musicator 375 

179 EAfSPOBT 
78 Encore 379 

8 5 Master Tracks Pro/ Wind. 2 39 

5 2 Trax lor Windows 6 0 

24 9 P G ^USIC 

9 0 Band in a Box 5 9 

M SONGWRI TE 

in?] Songwrile 5 6 5 

^ TEf^PQF^ ^CUITY 

I ? Music Printer Plus 4 1 9 


Cakewalk 
Cakewalk Pro 
Romeo 


: ‘ Golden Immortal 
^ \ Illustrated Shakespeare 
X L Jones in the Fast Lane 
X ^ Kings Quest 5 
X ; Magazine Rack 


^ ^ Mixed Up Mother Goose 2 5 

X ' Multimedia Beethoven Ninth 5 7 

3 J Multimedia Bookshelf Wind. 1 2 9 

X X Nautilus Intro 1 9 

X ' Reference Library 8 0 

Shakespeare 37 

3 1 Sherlock Holmes 3 7 

3 0 So Much Software 5 9 

3 7 Sophisticated Santa Fe 4 5 

2 3 Space Quest 4 3 7 

3 0 Stat Pack 6 3 

3 0 Stellar 7 3 7 

3 0 Tima Magazine Almanac 1 2 9 
1 5 Time Table of History 6 9 

3 6 U.S. Atlas 4 2 

4 9 Vintage Aloha 4 5 

31 Wild Places 4 5 


JOYSTICKS 


5 9 tlimiilator 33MHz Card 
^ Gravis Joystick 


130 Warrior 

169 pH PRODUCTS 

1 1 5 TlightstiCK 

Game Card 3 Automatic 
1 4 Q Mach 2 


i 0 US Robotics 


3 7 Courier 2400 

3 7 Courier 2400 w/ MNP 

5 9 Sportster 2400 Ext. 

4 5 Sportster 2400 Int. 

3 7 Sportster 2400 w/ Ml 

6 3 Zoom External 

3 7 Zoom Internal 

129 

6 9 r'/Mvinl«tA Ualf DttAA Hi'a 


299 Thunderstick 

149 M>AXX 

129 Maxx Flight Yoke 


Sportster 2400 w'/ MNP 215 
External 6 7 THFjUSTMA^TtFi 

tnternal 65 Thrustmaster 

Weapons Cpntro]_ 


4 A Complete Half Page Scanner18 5 ' 

1 i Complete Hand scanner 1 5 5 Oust Covers 
lx Mouse Sys. Pagebrush 32 1 65 Grounded Wrh 

e 0 Mi*/<an C/n«nnAp uil OCD 4 D X ITAuhAarH ^Iri 


SKINS & PADS 


SLa rAmmanHar / Miiima ft Trt Niscsn Scanner w/ OCR 28 5 Keyboard Skins 

3 Wing Cornmander / Ultima 6 7 0 seanman 33 160 Static Pads 


Wrist Straps 


3 1 World Atias 

30 

22 Caddies 


Scanman 32 1 60 Static Pads 

Scanman 256 26 5 Small- Keyboard 

Scanman 256 MicroChannel 3 4 9 Large- System 


MASTER CARO, VISA, DISCOVER, AND AMERICAN EXPRESS ACCEPTED. NO SURCHARGE ON CREDIT CARDS. NO C.O.D.’S BY MAIL: P.O. BOX 3, CARTERET, N.J 07006. ALL PRODUCTS ARE NEW. 
WE DO NOT GUARANTEE COMPATIBILITY. NO REFUNOSI EXCHANGES ON DEFECTIVE MERCHANDISE ONLY WITH THE SAME ITEM . R.M.A. REQUIRED. NO EXCEPTIONS. "SHIPPING CHARGES: TO 
THE CONTIGUOUS 48 STATES $4 PER ORDER. ALASKA, HAWAII AND PUERTO RICO $10 1st PC. $1 EA. ADD. APO/FPO BOXES $ 6 . PER ORDER. HEAVIER ITEMS EXTRA. CANADA $8 1st PC. $1 EA. 
ADO. TWO DAY AND OVERNIGHT SERVICE AVAILABLE. N.J. RESIDENTS ADD 7% SALES TAX. CALL FOR CURRENT PRICE AND AVAILABILITY. * DOES NOT INCLUDE CLOSEOUTS, LIQUIDATIONS, OR 
LIMITED QUANTITIES AND PRODUCT MUST BE SHIPPING. FOR YOUR PROTECTION. WE WILL ONLY SHIP TO THE ADDRESS ON THE CREDIT CARD. FAX « 908-396-e8ei 
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terface, joystick port and a CD-ROM inter- 
face. This MPC sound card has been on 
the shelves for a while and works with 
Windows 3.0. Also, since it is com- 
patible with the Ad Lib standard and 
backward-compatible with the original 
Soundblcister, it is compatible with the 
majority of games. However, Creative 
Labs recently announced a version 2 of 
the Soundblaster Pro card that is ex- 
pected to use a single Yamaha YM262 
stereo FM synthesis chip instead of the 
two mono Yamaha stereo FM chips used 
in the current board. The result is that 
developers whose products supported ver- 
sion 1 may find that these products will 
not support version 2. However, it will 
most likely be compatible with the Ad 
Lib Gold card which will use the same 
Yamaha stereo FM chip. 

One rather disappointing feature of the 
Soundblaster Pro is that its designers 
chose to go vdth a 40-pin proprietary CD- 
ROM interface, rather than the industry- 
standard 50-pin SCSI connection. This is 
a serious drawback to those readers who 
have already purchased CD-ROM drives 
that have 50-pin connectors. If the reader 
has a Soundblaster Pro and is con- 
templating the purchase of a CD-ROM 


drive, he/she is limited to the CD-ROM 
from Matsushita. Creative Labs is offering 
a CD-ROM upgrade to the Soundblaster 
Pro that includes the appropriate CD- 
ROM drive. 

The bundled software includes a MIDI 
sequencer, the Intelligent Organ, a voice 
editor, a text-to-speech utility, multimedia 
presentation software (which plays 
Autodesk animator files), an audio CD 
player, the parrot software (really a utility 
to create interesting 4-frame talking 
animations), and Microsoft Windows 3.0 
DLL and sound programs. Most of the 
software came with the original 
Soundblaster and although the new 
software is useful — especially the audio 
CD player — it does not look as slick as 
that which will come with the Pro Audio 
Spectrum 16. 

The Ad-Lib Gold 1 000 from Ad Lib, 

Inc. will be backward-compatible with the 
old Ad Lib card and, therefore, will be 
compatible with most game software. 

This sound card promises to have the 
most features of any, including the follow- 
ing add-on daughterboards: an industry- 
standard 50-pin SCSI interface or the 
stereo sound adapter, which includes an 
on-board SCSI interface and a 


microphone, a rc telephone answering 
system and a surround-sound module. 

The card itself supports 12-bit stereo 
DAC, stereo sampling up to 44.1 kHz, an 
analog mixer, a 16-bit FM sound DAC 
(Digital to Analog Converter) and 20 FM 
stereo voices. Another nice feature is the 
ability to control bass, treble and balance 
through the control panel. This panel will 
also control the other options as they are 
added. This sound card, like the ATI 
cards, is software configurable and allows 
interrupts above IRQ 7. Another model, 
the Ad Lib Gold 2000, has all of the 
above features including a built-in SCSI in- 
terface. The Ad Lib Gold 1 000 card 
should ship at the end of April, 1992. 

Sound Commander M and the Sound 
Commander Gold: These cards are 
similar to the Soundblaster Pro and the 
Ad Lib Gold respectively; however, they 
utilize the feature of an optional infrared 
remote control like their non-MPC card. 

And The Winner Is... 

Which sound card is best is entirely de- 
pendent upxjn what a particular individual 
is looking for and it is hoped that this 
overview will aid the reader on his/her 
quest for sound, caw 


A NATIONAL WILL GRAND ALLIANCE 



"A National Will" is a computer moderated play-lw-mail game 
where each player runs an economy of a country. Players make 
decisions on production, labor allocation, revenue, trade, etc. 
The strength of a country's military depends on the vitality of its 
economy. 

To order the rule book and take your first turn, please send $6.50 or 
$3.00 for the book only with your name and address to 


"Grand Alliance" is a fully 
computer moderated play- 
by-mail game which involves 
the battle of survival between 
human and alien races. 
Players represent either a 
member or the human race 
or of the alien race with the 
universe as a setting. The 
game is played on a map of 
three parallel levels where 
each level is composed of 
240 planetary systems. Each 
player must solve military 
and political problems within 
their own camp before war 
can be waged effectively 
against the opposing race. 
Each side is faced with the 
same situations and 
problems to overcome. 


To order the rule book and take your first turn, please send $5.00 
or $2.00 for book only with your name and address to 



Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 

Circle Reader Service 1177 

Turn fees are $3.50 Turn fees are $3.00 
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Design Notes 


Abstracts from The 
of Computer Game 


A t least once per year, CGW 

prints abstracts of selected ar- 
ticles from The Journal of Com- 
puter Game Design in order to stimu- 
late thought concerning the philoso- 
phies behind and development of com- 
puter games. This year, we will look at 
articles from Volume 4.6, 5.1 and 5.4. 
The journal is published six times per 
year. To subscribe to the Journal, send 
a check or money order for $30 to: 

The Journal of Computer Game Design 
5251 Sierra Road 
San Jose, CA 95132 

The Role of Intention in 
Game Design 

by Dave Menconi (in progress: Victory at 
Sea) 

Dave’s article was centered around a 
thesis that designers need to build the en- 
tire game design around a “purpose.” In 
defining that purpose, Dave notes that 
this does not have to be some grand 
noble purpose, but boils the essence 
down to the effect the designer wishes to 
convey to the reader. 

With that proposition stated, he argues 
that every design decision, every graphic 
and each line of code must serve that 
purpose. For example, “A sad game 
should not have happy graphics; an excit- 
ing game should not ^ slow." Though 
the advice seems rather mundane, he ob- 
serves that keeping the overall purpose 
(i.e. effect on the player) at mind 
throughout the entire project will keep 
the developer from getting tunnel vision. 

Computer Games versus 
Videogames 

by Chris Crawford (Patton Strikes Back) 

Chris suggested a major reason for com- 
puter games to be able to survive in 
spile of the big money lure of video- 
games. He observed that the computer 
game design environment can afford to 
be more experimental. It is much 
cheaper to develop and publish a com- 
puter game than a comparable 


videogame. Then, he explained that the 
real value of computer game developers 
to videogame publishers is their willing- 
ness “to try new and different things.” 
Once it is proven that there is an 
audience for a type of game or a value 
in a given technological approach, the 
videogame publishers are willing to 
spend the money to acquire such a 
game or approach. 

The irony of the situation is that there is 
an increasing trend for computer games 
to be developed with an eye toward be- 
coming videogames. This means that 
they are actually costing more in re- 
search and development in order to be 
less likely to be successful as video- 
games. Chris finished his analysis with a 
plea for computer game developers to 
retain their experimental style. 

The Perils of Hollywood 
Thinking 

by Ernest W. Adams (Hot Seat for CD-I) 

In a fascinating essay, Mr. Adams ex- 
pressed the wrong-headedness of those 
who use the Hollywood metaphor for 
computer game design. He suggested 
that computer games that adopt movie 
production methods will find that 90% of 
the budget will be consumed by graphics 
and sound and only 10% on design, 
coding, testing and debugging. He noted 
that this is a higher percentage than cur- 
rently employed and implied that this 
would reduce the quality of all non-A.V. 
factors in computer games. 

In addition to the obvious plaint about 
the lack of stable hardware in the com- 
puter game medium as opposed to the 
film medium, he further observed that 
most people have not considered the 
very basic difference between the 
linearity of a film and the non-linearity of 
a computer game. Using continuity as an 
example, he observed that it is normal 
procedure to simply return set, props 
and wardrobe to their original ap- 
pearance at the start of each take. In a 
computer game, there are so many dif- 
ferent combinations of props, sets and 
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wardrobe that must be tracked to 
prevent embarrassing mistakes that it is 
impossible to accomplish this “simple” 
task with traditional film methods. 

Adams closed his article with a new sug- 
gested metaphor. He offered the formula 
race car. He noted that they do not use 
an assembly-line formula to make them; 
he observed that they are allowed to 
make the most out of the machinery 
without having unnecessary limits im- 
posed on them; he commented that they 
are aimed at a sophisticated but small 
audience and he finished with the note 
that computer games, like race cars, are 
assembled by small, close-knit teams of 
specialists. While there are a few places 
where one could contend with the 
metaphor (computer games are dupli- 
cated rather than hand-built as single 
products; formula race cars have com- 
petitive limitations which restrict their per- 
formance; etc.), it is refreshing to have a 
new analogy to work from. 

The Myth of the Mass 
Market 

by Jon Freeman (Swords of Twilight) 

Jon did not mince words in this article. 
Resonating with some of the observa- 
tions concerning the mass market 
presented in the Software Publishers As- 
sociation report in this issue (p. 20), this 
article expressed misgivings about the 
concept. Jon expressed disapproval over 
the willful ignorance of computer il- 
literates and general laziness of the 
populace in both mental and physical en- 
deavors. His most vivid examples con- 
cerned the improbability of Joe Sixpack 
playing virtual reality football or fantasy 
role-playing when the person disdains ex- 
ercise and the unlikelihood that the same 
Joe Sixpack who did not buy even a 
single paperback book in the last year 
would buy $60 computer games. 

As he noted in his conclusion, game 
designers should forget the mass 
market. Instead, they should concentrate 
on the market that they already know is 
present, caw 
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Back Issues 


Whether you are Into the history of computer gaming, 
huHdIng a definitive library of computer game Informa- 
tion or wanting to read the most thoughtful reviews In 
the Industry, CGW back Issues are THE HESOURCE 


#46 - SPORTS SURVEY: Spring Sports Survey; Dungeon Master; 
World Games; Police Quest; Fog of War Roundtable Discussion; 
Ferrari Formula One; Sherlock; Skate or Diel; Strike Reet; 

Demon Stalkers and Gauntlet; Sons of Liberty; Deathlord; Knight 
Ore; and morel 

#47-48 - These issues are sold out I 

#49 - GAME DESIGM ISSUE: Tom Clancy Talks to CGW 
About Red Storm Rising; Lord British Talks About the Ul- 
tima Series; Advanced Dungeons & Dragons; Jinxter Tips; 
Space Quest II; Infocomics; Computer Gaming Books; Rampage; 
Decisive Battles of the ACW; Dark Castle Hints: Romance fo the 
Three Kingdomes; Rre Brigade; and morel 

#50 - 50th ISSUE CELEBRATIOM: The History of CGW; 
Questron II; Jet and F/A-18 Interceptor; The History of 
Computer Game Design.; Obliterator; Stellar Crusade; Strike 
Reet Tactics: Three Stooges; Seven Spirits of Ra; Tobmk Clash 
of Armour; Star Saga I; and morel 

#51 - This issue is sold outi 

#52 - SPORTS SPECIAL: Zak McCracken; Pete Rose Pennant 
Fever; Pete Rose Interview; Michael Jordan Interview; Larry Bird 
& Michael Jordan Go One-On-One; Red Storm Rising; Star Trek: 
Rrst Contact; Fool’s Errand; 

#53 - CHRISTMAS BUYING GUIDE: Buyer’s Guide; Paladin; 
Wizard Wars; Rrst Expedition; Red Storm Rising Tactics; Bat- 
tlehawks 1942; Demon’s Winter; Fantastic Voyages II; and morel 

#54 - This issue sold out! 

#55 - DANGEROUS FUTURES: Zork Zero; Alien Mind; Ocean 
Ranger; Battietech; Reach For The Stars (3rd Ed.); Leisure Suit 
Larry II; Visions of Aftermath; Times of Lore; Genghis Khan; F-19 
Stealth Rghter; Top Ad Contest; and morel 

#56 - This issue is sold outI 

#57 - CROSSBOWS, CUIRASSIERS & CRUISERS: Decisive Bat- 
tles of the ACW Vol. Ill; In Harm’s Way; Twilight Zone Hints; Bat- 
tles of Napoleon; Tower Toppler; Road Raider; Heavy Metal; 

Might & Magic II; Sorcerer Lord; The Legend of Blacksilver; Strike 
Reet Strategy Notes; Neuromancer; Caveman Ugh-lympics; 

Grand Prix Circuit; and morel 

#58 - SPORTS ISSUE: Desert Rats; Jetfighter; F-14 Tomcat; An- 
nals of Rome; Scorpion’s Mail; Techno-Cop; The A4agic Candle; 
Sports Survey; Captain Blood; Wayne Gretzky Hockey; Gold 
Rush; Scavenger Hunt Results; and morel 

#59-61 - ’These issues are sold outi 

#62 - FOREIGN COMPUTER GAMES: C.E.S. Report; Dr. Doom’s 
Revenge; Shogun; Tandy 16-color Test Lab; Populous; Ar- 
chipelagos; Slipheed; Northern Reet; Dragon Wars; Space Quest 
III; Hostage: Rescue Mission; Why is Harpoon So Late; and morel 


#63 - This issue is sold outi 

#64 - SPECIAL FOOTBALL ISSUE: Game of the Year Awards; Vul- 
can; Project Rrestart; Universe III; Special Football Section; Speed- 
ball; QIX; Omni-Play Horse Racing; RiskI; The Kristal; Manhunter 
2: ^n Francisco; and morel 

#65 - This issue is sold outi 

#66 - STARFUGHT 2; Dragon Wars; MechWarrior; M-1 Tank 
Platoon; New Right Simulator Products; Midway; David Wolf, 

Secret Agent; A-10 Tank Killer; Murder Club; FYince of Persia; 

UFO; and morel 

#67 - This issue is sold outi 

#68 - THE COLONEL’S BEQUEST; Swords of Twilight; Harpoon; 
Joan of Arc; Main Battle Tank: Central Germany; Hints on 
Leisure Suit Larry III; Tank; C.E.S. Report; DeathTrack; Gold of 
the Americas; White Death; Action Stations; and more! 

#69 - ULTIMA VI PREVIEW; Harpoon Strategy; F-16 Combat 
Pilot; Windwalker; Star Trek V: The Rnal Frontier; Where in Time 
is Carmen Sandiego?; The Colonel’s Bequest Hints; More New 
Games From C.E.S.; Risk!, Monopoly, Scrabble and Clue; Kinghts 
of Legend Hints; and more! 

#70 - LOOM; It Came From The Desert; Champions of Krynn; 
Harpoon Strategy; A Gamer’s Guide To IBM Graphics; The Third 
Courier; Breach 2; Omega Tournament Results; Battle of Auster- 
litz; Blue Angels; Worlds at War; and morel 

#71 - DRAGONSTRIKE; Survival Techniques for M-1 Tank 
Platoon; Statistics-Based Text Baseball Games; The Transinium 
Challenge Hints; Computer Sports Games, What’s New?; 2088: 

The Cryllan Mission; Indianapolis 500: The Simulation; ^orpia 
Stings Playtesters; Batman; Sid Meier’s Railroad Tycoon Preview; 
and morel 

#72 - ’Thia issue is sold outi 

#73 - SEARCH FOR THE KING: Circuits Edge; Report From CES 
(Part 1); Railroad Tycoon Strategy (Part 1); Second Front 
Strategy; Chamber of the Sci-Mutant FYiestess; Wolfpack; Conflict; 
SSI’s Waterloo; Interview with George Alec Effinger; and more! 

#74 - THE LORD OF THE RINGS; Report from CES (Part 2); 
Sands of Rre; Keys to Maramon; Malta Storm; 1990 Game of the 
Year Awards; Earthrise Hints; Computer Game Designers Talk 
About Game Design; Future Wars; Centurion; Bad Blood; Rail- 
road Tycoon Strategy (Part 2); and morel 

#75 - RED BARON PREVIEW; Storm Across Europe; Evan 
Brooks Rates Pre-20th Century Strategy Games; Their Rnest 
Hour Strategy Tips; William Tell; Nuclear War; Empire Strategies; 
Projectyle; Search for the King Hints; and more! 

#76 - ’This issue is sold outi 

#77 - SECRET WEAPONS OF THE LUFTWAFFE PREVIEW; Com- 


How To Order 

Back Issues; $4 each 
Please add 15% for 
shipping 

In the center of this magazine there is 
a detachable order envelope. Simply 
use the blank lines on the order form 
to specify issue numbers. As some 
issue numbers arc in limited supply, 
please list one or more alternate selec- 
tions (this will expedite your order in 
the event one of your requested issues 
is sold out). 


Indexes and Older Back Issues 
are Available 

CGW Indexes 

CGW Article Indexes for the years 1987, 1988, 1989, and 1990 are now avail- 
able. Please send a large self-addressed stamped envelope and $1.00 per 
index (specify which years) to: Computer Gaming World, Index Dept., P.O. 
Box 730, Yorba Linda, CA 92686 

Older Back Issues 

For a list of older CGW back issues and their prices, please send a large self- 
addressed envelope to: Computer Gaming World, Archive Dept., P.O. Box 
730, Yorba Unda, CA 92686 

Please allow four weeks for delivery. 

Note: to avoid unnecessary delays, do not Include a request for both In- 
dexes and older back Issues In the same letter. Please send separate re- 
quests. 


mand HQ; Wing Commander; DragonStrike; Industry Update; 

Star Control Tactics (Part 2); Bad Blood; Guns or Butter?; Sound 
Board Survey; Stormovik Su-25; Punisher; RAF Strategy in Their 
Finest Hour; Strike Aces; Wings; Spot; Ys Books 1 & II; Final Fan- 
tasy; D.R.A.G.O.N Force; and morel 

#78 - POWERMONGER PREVIEW; SImEarth; Ishido; Spherical; 
Blue Max; Computer Games’ Future Tech (Special Repiort); 
Countdown; Hobunaga’s Ambition II; Stratego; Checkmate; 
Citadel; Buck Rogers: Countdown to Doomsday; and morel 

#79 - RENEGADE LEGION: INTERCEPTOR; Shanghai II; Battle- 
Tech: The Crescent Hawks’ Revenge (Review & Hints); Two 
Views of Tunnels & Trolls; Bane of the Cosmic Forge; On-Line 
Games; Rise of the Dragon; Command HQ Replay (Part 1); 
Gemstone III; Castles; Command HQ Designer’s Notes; Knights of 
the Sky; Quest for Glory II; Legend of Faerghail; TV Sports Foot- 
ball; Stunt Driver; and morel 

#80 - THE SAVAGE EMPIRE; Unks; CES Report (Part 1); Im- 
perium; Command HQ Replay (Part 2); Full Metal Planet; Dragon 
Lord; Space 1889; Spiellcasting 101; King’s Quest V; Magic Ry; 
Pharaoh’s Tomb; and more! 

#81 - MEGAFORTRESS; PowerMonger Review; The Lord of the 
Rings; More Command HQ Designer Notes; Stealth Affair; CES 
Report (Part 2); Test Drive III; SImEarth Setup Hints; Red Baron 
Review; Hard Nova; Thunderstrike; Computer Game Artist 
Portfolio; Quest for Glory Designer Notes; Warlords; and morel 

#82 - MIGHT & MAGIC III; Covert Action Review; Spirit of Ex- 
calibur; More Their Rnest Hour Tips; Setting Up Multiple Ultima 
VI and Savage Empire Saved Games; PRODIGY’S Baseball 
Manager; Das Boot; Just Another War in Space; Battle Chess II; 
RreTeam 2200; Elvira; Dungeon Master II; Real Blackjack; The 
Immortal; and morel 

#83 - TIMEQUEST; B.A.T.; Eye of the Beholder; Right Simulator 
4.0; Falcon 3.0; Battles of Napoleon Scenario; WWI Air Combat 
Games Survey; Modem-to-Modem F-16 Combat Riot; Lemmings; 
Moonbase; Overlord; Galleons of Glory; Educational Games Sur- 
vey; Road & Car; and morel 

#84 - MAGIC CANDLE II; Continuum; DarkSpyre; Nuclear Sub- 
marine Tactics; Virtual Reality; Red Baron Tactics; Lexi-Cross; 
Awesome Tips; Willy Beamish Review; Wing Commander Secret 
Missions; Robots in SImEarth; CD-ROM news; and more! 

#85 - CHUCK YEAGER’S AIR COMBAT; Summer CES; On-Une 
AD&D; Star-King; Rck’N RIe; Harpoon Strategy; Medieval Lords; 
Centurion Strategy; Banzai; Theme Park Mystery; Second Front 
Strategy; Life & Death II: The Brain; Comdex; and more! 

#86 - This issue is sold outi 

#87 - ULTIMA VII; Heart of China; Role-Raying Game Survey; 
Troika; Behind the Screens at Lucasfllm; Might & Magic/Faery 
Tale Adventure Cartridges; UMS II; Conflict: Middle East; Vaxine; 


Medieval Lords Strategy Continued; F-29 Retaliator; Xenocide; 
Martian Dreams; Trump Castle II; Ro Football Analyst; Armour- 
Geddon; Elite Plus; Armada 2525; and more! 

#88 - ROCKETEER; Tenth Anniversary Issue; Computer Games 
History; Wing Commander II; Games of the Year; The Sierra Net- 
work; Knights of Crystallion; Phantasy Star III; Toejam & Earl; 
Headline Harry; Discovery 2.0; Leisure Suit Larry 5; Jetfighter II; 
BushBuck Charms; Tony La Russa’s Ultimate Baseball; Micro- 
League Baseball: Manager’s Challenge; Cardinal of the Kremlin; 
Terminator; Secret Weapons of the Luftwaffe; Lost Admiral; Com- 
puter Wargaming World Remiere; Utah Beach; Wargame Paiktog- 
raphy, 1900-1950; Second Conflict; Western Front; and more! 

#89 - STAR TREK: 25TH ANNIVERSARY; Earl Weaver II; Making 
of Links Course Disks; Gunship 2000; Educational Software Sur- 
vey; F-117A; ObJectionI; Amarillo Slim’s Dealer’s Choice; Rules of 
Engagement; Christmas Buying Guide; Battle Isle; Civilization; 
Laser Library; WordTris; Where in America’s Past is Carmen San- 
diego; TKO Pro Boxing; SPA RefXJrt; Wargame Paiktography Part 
II; Warlords Strategy; Western Front; and more! 

#90 - The New CARRIERS AT WAR; Vengeance of Excalibur; Vir- 
tual Reality Conference; 4-D Boxing; ABC Wide World of Sports 
Boxing; Secret of Monkey Island II; Martian Memorandum; Might 
and Magic III; Buzz Aldrin’s Race into Space; Intertainment ’91; 
Police Quest 3; Fall Comdex; NFL Ro League Football; Dragon’s 
Gate On-Line Game; Conflict: Middle East Replay; Patton Strikes 
Back; No Greater Glory; The Lost Admiral; Megafortress; and 
morel 

#91 - WIZARDRY VII; Predator II; Shining in the Darkness; Anima- 
tion Studio Packages; The Black Crypt; The Treehouse; Conan 
the Cimmerian; The Games: Winter Challenge; Riders of Rohan; 
Shadow Sorcerer; Stellar Agent; Bart’s House of Weirdness; Inter- 
view with The Perfect General designers; The Perfect General dps; 
Gunship 2000 tips; Megafortress scenario disk; and morel 

#92 - ACES OF THE PACIFIC; January CES; Stanford Wong’s 
Video Poker; Are We There Yet?’ SimAnt; Hyperspeed; Public 
domain role-playing games; Design Your Own Train; Murder!; 
Dragon’s Lair II; L’Empereur; and more! 

#93 - CHAMPIONS; January CES Part II; Falcon 3.0; Bloodv^ch; 
Lost in LA.; Nova 9; The Miracle Rano Teaching System; Sim- 
Ant Replay; Dick Tracy; Millenium; MicroLeague Football: The 
Coach’s Challenge; The Next Resident; Global Conquest; 
Romance of the Three Kingdoms 2; Sid Meier’s Civilization 
Strategy; and morel 

#9^ - DARKLANDS; Computer Acquire; Free D.CI; Shuttle; Mike 
Ditka Ultimate Football; Uncharted Waters; Star Trek: 25th An- 
niversary; Strat-O-Matic Computer Baseball; Bo Jackson Baseball; 
Super Tetris; NFL Football; Spelunx; Sf; Utah Beach; Harpoon 
Battleset 3 (The Med); Secret Weapons of the Luftwaffe Strategy; 
Pacific Storm; Sid Meier's Civilization Update; and more! 
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ffleii of (Tuii/lecl) Heel 

Ocean*s Wild Wheels Takes a Good Turn 

by Alan Emrich 


TITLE: 

Wild Wheels 

SYSTEMS: 

IBM, Amiga 

# PLAYERS: 

1-2 (network only) 

PRICE: 

$49.95 

PROTECTION: 

Document Look-up 

DESIGNER: 

Red Rat Software Team 

PUBLISHER: 

Ocean Software, Ltd. 

DISTRIBUTOR: 

Electronic Arts 

San Mateo, CA 



A h, the British do love their “dark future games in which 

there is plenty of violence and things die a lot," as one in- 
dustry wag is so fond of saying. Perhaps, however. Wild 
Wheels from the U.K.’s Ocean software house is a “bright spot” 
in the trend of dark future games, driving on the premise that 
super-efficient, environmentally clean solar and electric cars did 
everything the old petrol-burners did — more cheaply — and so 
they caught on. Unfortunately, they lacked the thrill, sfjeed, ex- 
citement and raw power of the recently extinct gas-guzzlers. 

Some enterprising person sold the U.N. on a new international 
sport that would finish off the banned oil-eaters and thrill crowds 
at the same time. Voila, Wild Wheels. 

A cross between soccer (well, perhaps rugby might be more ac- 
curate) and a demolition derby, two teams of five specially 
equipped cars take to the arena and attempt to move a huge 
metal “power ball" into the opponent’s goal. Only the player’s 
own (“strike”) car has any real control, with the four other cars 
on one’s team being computer-controlled drones that can be as- 
signed one of four tasks: Guards (to defend one’s goal), Fetchers 
(to get the ball and pass it to one’s strike car), Blockers (to 
protect one’s strike car) and Killers (to hunt out the oppxjsing 
strike car). 

Out of the Wreckage... 

Each of these drone vehicles has but a single life to give for its 
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sport, while the strike cars have four lives (when the last is extin- 
guished, the game is over). Thus, by the time each side is down 
to its last strike car, it is usually a one-on-one duel (the drones 
having died along the way). Death occurs through the irreplace- 
able loss of “impact points” on one’s cars. Unfortunately, there is 
no gauge for telling which vehicle is fresh, crippled or anywhere 
in between. Player’s strike cars must worry about tire wear and 
running out of gas (which produces instant death), but these 
problems can be remedied during the play of the game. 

The point-scoring system is as wild as the game’s title sug- 
gests. Points are scored for “kicking” in goals. The closer one’s 
strike car is to the opponent’s goal when the ball goes in, the 
more points scored. The down side, however, is that crashing 
into the opponent’s goal destroys the strike car! Many a charge 
to the goal has met with such a tragic end. 

Points are also scored for having the ball spend more time on 
the opponent’s side of the arena and for destroying their 
vehicles. Maturally, negative points are assessed for destroyed 
and damaged vehicles belonging to one’s own team. 

...And Onto a PC 

Where the real rub of play is, though, is the ever-changing 
arena in which Wild Wheels is played. The furious action and 
“special tiles” that emerge and vanish on the playing surface 
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give this game a ProJectyleAlke quality of excitement that can 
reduce the most sophisticated adventure or war gamer into a 
stark raving arcade game enthusiast. Oil siicks, ice patches and 
electronic tiles grow to size and then shrink back again, creating 
monumental driving hazards (as if opposing cars trying to ram 
one into extinction weren’t enough). Special tiles can also be 
driven over by one’s strike car to receive gas, tires, spare parts 
(which increase one’s score) plus bonus items required to drive 


some of the many more powerful vehicles that only impressive 
scores and the correct item will afford one. 

That’s the gist of the game right there. Winning isn’t everything, 
it’s only a step on the ladder toward driving an even more impres- 
sive vehicle in the next game. Players start with car models like 
the Shrimp and Tadpole and work their way up through several 
models to the likes of the Leviathan and the Colossus. Toward 
the high end of this “food chain,” cars acquire missile-launching 
capabilities, and the game evolves into something more akin to 
Car Wars in the arena. Fortunately, shots are limited, so what is 
basicaily a game of violent maneuver and scoring remains essen- 
tially so, despite the odd pot shot by missile-firing marauders. 

From the Press Box 

The playing screen quickly becomes second nature as part of 
the interface and the action can be viewed from three different 
“chase car” ranges or an overhead camera. With either keyboard 
or joystick input, the latter is likely to be the choice of 
preference. While network play is supported for a head-to-head 
game, it is only available for the IBM version and then only 
through NETBIOS. 

Still, Wild Wheels is a great arcade game with all of the pulse- 
pounding, joystick-jiggling, wrist-wrecking game play that a good 
“computer sport” can generate. A clear level of thought has been 
given to the gameplay aspects of this product, which makes it 
transcend the British stereotype lampooned at the beginning of 
this article. Thus, Wild Wheels is, indeed, a worthy addition for 
the thinking arcade-o-philes among us. caw 
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Strategies of the Month 


A monthly column to improve the quality of play 

SOLITAIRE'S JOURNEY: In the Journeys, save a free 
pass or two to use between cities in the mid-west or on other 
long routes. It is not worth using them if the trip costs less 
than $10.00. Remember there are many different ways to play 
every game of solitaire. A game for a lifetime. 

THE PERFECT GENERAL: In the Guadalcanal scenario 
(World War II Battle Set) as the Americans, it may be easy to 
take Henderson Field initially, but to ward off the Japanese 
constant counterattacks, a good defensive perimeter must be 
maintained. Utilize Mobile 88s to set up your defense. 
Barrage the roads to hamper their progress. 

THE LOST ADMIRAL: In the Ark-A-Pell-A-Goe it is 
tempting to split your forces up to capture as many cities as 
you can quickly. It may be better to send two or three main 
forces, capturing towns along the way. A Great Challenge: 
Try to win against the computer by 35% without using any 
carriers. 


Quantum Quality Productions 

1046 River Avenue, Flemington, N. J. 08822 


(908)788-2799 



1 - 800 - 285-1881 

HOURS; 10 a.m. to 5 p.m. 
PST M-F 


IBM 

AD&D Treasures/Savage $30 

AD&D Eye of Beholder II 36 

AD&D Gateway/Savage 30 

Bad Blood 12 

Civilization 39 

Darklands 35 

Elvira II 40 

Global Conquest 35 

Gods 41 

Magic Candle II 35 

Megafortress 36 

Megafortress Disk #1 24 

Might & Magic III 36 

Oh No More Lemmings 22 

Planets Edge 36 

Sea Rogue 35 

Secret Weapons #1 P-38 18 

Secret Weapons Disk #2 P-80. ...18 

Secret Weapons / Luftwaffe 42 

Sec. Weap. Disk#3 Heinkel162...18 

Sec. Weap. Disk#4 Dornier 18 

Star Trek 25th Anniversary 33 

Stunts 29 

Twilight 2000 35 

Ultima Underworld 43 

Wing Commander Deluxe 44 

Wing Commander II w/ Speech. ..59 

W.C. II Special Ops. #1 22 

Yeagers Air Combat 36 


Prices/Availability are subject 
to change without notice. 


3 


PISK FRiCES 

5.5 PS/PP Pi5k5 

5.5 P5/HP Pisks 030 

5.25 P5/PP Pi5k5 025 

5.25 P5/HP Pisks .0.45 

AMIGA 

AD&D Gateway Savage Frntr....30 


AD&D Pools of Darkness 36 

Birds of Prey 30 

Black Crypt 30 

Castles 33 

Elvira II 39 

Fighter Duel 28 

Gods 31 

Grand Prix Circuit 35 

Greens 35 

Keys to Maramon 30 

Might & Magic III 36 

Ork 28 

Sim Ant 35 

Utopia 35 

EURO MAGS 9.00 


FRED FISH $ 2.00 each! 

Analog Joystick Adapter 
$15.00 

SHIPPING: via UPS - charges 

are per zone $7.00 min. 

SuperSoft inc., Seattle, WA not 
responsible for typograhical errors 
Returns must have RMA# Call 
(206) 542-1084 for return authorization 
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Industry News 


Riftwar Legacy 


Raymond E. Feist Talks About the 
Upcoming Computer Game 

by Craig E. Engler 


I n a world where CRPGs inundate the 
software shelves and series often con- 
tain five or more sequeis, it is difficult 
for even a prominent gaming house to 
bring out new, and successfui, titles. One 
way to sell a lot of games is to make 
them innovative, like Eye of the Be- 
holder, or to create something that’s just 
downright fun to play, like The Secret of 
Monkey Island. The problem is that 
there’s only so many times you can 
change the guise of what is obviously an 
adventure game. So, innovation in the 
today’s entertainment software industry 
frequently consists of porting games to a 
fresh medium rather than designing 
something new. 

When Dynamix decided to create a 
new CRPG with the potential to bloom 
into series stardom, they called Raymond 
E. Feist, a well-known fantasy author 
whose Riftwar Saga books have sold 
over a million copies worldwide. With 
that kind of a fan base already installed, 
a game by Feist would be practically as- 
sured of making a good showing in the 
market. Of course, the logical thing to do 
at this point would be to approach Feist 
with an offer. 

“Originally they called me and asked 
me, would I be interested in writing a 
game for them?” Feist observed. “It took 
me about a half-hour on the phone to 
convince them they couldn’t afford me.’ 

Feist is not only a professional author, 
but is very aggressive with regard to con- 
tracts. Hence, he makes a good deal of 
money and would have had to charge 
Dynamix around $1,000 a day to hire 
him for the project. And that’s because 
he liked the idea. If he didn't want to do 
it. Feist revealed that he would have had 
to charge them twice that. After 
Dynamix realized Feist’s pen was a bit 
out of their league, they settled for licens- 
ing his Riftwar books and the world the 
books place in, Midkemia. They also had 
to sign a contract with Midkemia Press, a 
company owned by two of Feist’s college 
friends. 

With the licenses in hand and Feist as a 
consultant, Dynamix began to create 


their first game, tentatively titled Riftwar 
Legacy. It’s based on the book, A Dark- 
ness at Sethanon, the second to the last 
book of the series (as it currently 
stands). The game itself is more of a se- 
quel to that book rather than just a plot 
rehash. “What they’re doing is filling in 
the cracks,” Feist pointed out. “The first 
story takes place between A Darkness 
at Sethanon and Prince of the Blood. 
The idea is that it’s a game that will at- 
tempt, in a gaming environment, to ap- 
proximate a lot of the qualities of the 
novel.” 

When Riftwar Legacy opens. Feist 
revealed that characters from A Dark- 
ness at Sethanon will appear with 
various tasks to perform. The overall 
goal of the game is to prevent a villain 
from getting his, her or its hands on the 
lifestone, a conglomeration of the old 
and powerful inhabitants of Midkemia 
who had godlike powers and amoral ten- 
dencies. Feist commented on the variety 
of subplots and mini-adventures 
throughout the game, as well as there 
being several paths a gamer could feasib- 
ly take to complete the adventure suc- 
cessfully. “Ultimately, what you end up 
with is a game where you could probably 
play it two or three different times and 
end up with two or three different en- 
dings and still win the game,” he said. 

During Riftwar Legacy, players 
operate various characters that have dif- 
ferent options in different situations. For 
instance. Feist said that if a bad guy 
walks into a room, each character will 
react differently depending upon which 
subplots he/she has become involved in 
throughout the course of the game. One 
of the reasons Feist said he liked this ap- 
proach is because the game becomes 
something one plays to experience 
rather than something that is played to 
win. 

Without being directly responsible for 
writing Riftwar Legacy, Feist admitted 
that he had ended up having a lot to do 
with the game. Spurning the idea of an 
adventure in which dungeons and 
monsters exist for no other reason than 
exploring and fighting. Feist said he tried 


to make sure the game, like good fiction, 
made sense. For instance, no one will 
find a dragon waiting behind a door in 
Riftwar Legacy if there was no 
legitimate way the dragon could have got- 
ten there. 

“One thing a good writer can do is 
keep the plot making sense, whiie the 
game designer is more concerned about 
other things,” Feist suggested. 

On several occasions Feist said he had 
to rework the game’s plot so things the 
game designer had characters doing 
would be for legitimate reasons. There 
was one part in the game in which two 
major characters know about each other 
and are essentially in cahoots, and 
there’s no way that could have haf>- 
pened. Feist said. After a 20-minute 
phone conversation with Dynamix, he 
restructured the piot to introduce a third 
minor character and then the scene 
made sense. Feist said he worked with 
Dynamix closely, going through and 
taking out all the big, red, flashing signs 
indicating plot flaws. “By the time things 
were hashed out, there is a very good 
reason for everything,” Feist explained. 

“If we’re lucky, the player won’t notice 
any of this.” 

Sounding very pleased about his deal 
with Dynamix, and he wasn’t talking 
about the money. Feist said people at 
the company were both enthusiastic and 
intelligent. If all goes as planned, he said 
Dynamix hopes to introduce the game 
in Movember, to coincide with the re- 
release of the Riftwar Saga in spiffy, 
new hardback editions from Ban- 
tam/Doubleday. 

As for future products. Feist believes 
that possibilities are wide open. “You 
could set up a scenario where something 
that happens in one of my novels could 
be going in another part of town while 
you’re doing something else,” Feist said. 
“You can have something that’s the 
equivalent of a novel in scope. Or it 
could be one night. You can go from 
very specific to very generic.” 

Although Feist doesn’t have any imme- 
diate plans to expand his role in the 
CRPG world, he said he has enjoyed 
working on the Dynamix game. “1 think 
it’s fun,” he confessed. “I make my living 
writing books, so this allows me to kind 
of look off on the sidelines and see a 
creative endeavor that I have a hand in.” 
The only other comment Feist had to 
make about the deal was somewhat 
tongue-in<heek. “They will make wonder- 
ful Christmas gifts,” he said. “Buy many 
of them.” cow 


Page 98 


Computer Gaming World 



Here’s what the reviewers are saying: 

“Heimdall is constantly surprising and so huge it is going to be some time before you 
have exhausted the possibilities!" 

“A delightful combination of action and animation.” 

“The graphical content is never less than good and in many places it’s stunning.” 

I ive the life of the viking vrarrior Heimdall in the ultimate quest adventure as you pit 
■ your bravm and brains against that evil dude Loke. Follow Heimdall through a series of 
misadventures on his action-packed crusade to save the world... and his reputation as 
one BAP Vikinqi 


FEATURES; 

• Choose from over 30 different characters with 
varying RPG attributes 

% Explore the mysterious realms of the 
Norseland as you solve puzzles guaranteed to 
keep you challenged for hours on end 

• Top-down scrolling isometric viewpoint 

• Fluid animation and stunning graphics created 
by a team of world class animators 



FOR PRICING 
AND ORDERS, 

PLEASE CALL 
800-VRG-IN07. 

VISA, MASTERCARD, 
AMERICAN EXPRESS AND 
CHECKS ACCEPTED. 
AVAILABLE IN SPRING OF 921 
AMIGA SCREENSHOTS SHOWN. 


L ^jig ri nwiTt Pl 



Heimdall is a trademark of Virsin Games, Inc. and Core Desisn, Ltd. C1992 Virgin Games, inc. and Core Design, Ltd. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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Sneak Preview 


No Jokers, Please 


A Previewer*s Guide for Solitaire’s Journey 

by Alan Emrich 


O ne thing that must be admitted 
about the newcomers at QQP, 
they know gameplay! Their first 
two games, The Perfect General and 
The Lost Admiral have both received 
deserved acclaim for their excellent 
designs as games. While neither is exact- 
ly “revolutionary” or “breakthrough” in 
design or programming, they are both 
fine examples of what a solid game, 
translated into a computer medium, can 
achieve. Now, with their third and latest 
effort, QQP can almost be expected to ac- 
quire the type of brand loyalty associated 
with long-standing companies like Sierra 
that have a customer base of game- 
loving enthusiasts who will Immediately 
associate their label with the kind of 
games they enjoy. 

What’s the Deal? 

Admittedly, this wargame-mongering 
Journalist was a bit crestfallen when he 
heard that the next game from QQP 
would not be another wargame. In fact, 
the initial enthusiasm mustered for 
another computer program dedicated to 
solitaire card games was roughly 
equivalent to being told he would have to 
have his teeth cleaned. It’s nice, but not 
preferable. Still, with a QQP game, it 
shouldn’t be unreasonable to hope for 
something extra and Solitaire's Journey 
is not disappointing. There is extra, all 
right, and to spare! 

Pick a Card; Any Card... 

As a new computer game publisher, 
QQP has not been averse to inspecting 
outside submissions for (more or less) im- 
mediate attention and consideration for 
publication. Bruce Williams Zaccagnino 
(President of QQP) has already weeded 
through dozens of game proposals since 
his first two products debuted, but when 
Andy Visscher flew his solitaire card 
game program by, Bruce saw that “the 
QQP touch” could make It a winner. 

As submitted, what was to become 
Solitaire's Journey consisted of 105 dif- 
ferent solitaire card games. Compare this 
to Sierra’s Hoyle Official Book of 



Games, Volume 2: Solitaire and its 28 
games or WinWare’s Deluxe Solitaire 
For Windows with 40 games and it be- 
comes clear that there is a lot of solitaire 
mileage to be made off Solitaire's Jour- 
ney (more on mileage and “Journeys” in 
Just a moment). What is particularly 
pleasing is the large number of two-deck 
solitaire games, all of which were new to 
this critic. 

52 Cal’ds in 25 Words or 
Less 

What is tmly amazing is the way the 
rules are abbreviated for quick play. 
Though the preview copy examined for 
this article included no documentation 
whatsoever, none was required because 
of the complete on-line instructions. Each 
solitaire game opens up with the cards 
dealt out on the display (different backs 
can be selected for the deck) and a 
quick click on the Rules heading of the 
menu bar brings up a window with a 



“One picture plus 25 words” description 
of all that is needed to know to play the 
game. Once such abbreviations as “TbI” 
for tableau and “Stk” for stock are 
learned, players will cease to need to 
read the three to five paragraphs of text 
that comprise the “long” version of the 
rules. What this element gives Solitaire's 
Journey is a play velocity that actually 
multiplies its enjoyment level, because 
more games can be played in a single sit- 
ting without fatiguing the human player. 
Combined with a simple point-and-click 
interface, a crisp, clean graphic look plus 
the promised major sound card support 
(which, alas, was missing from the 
preview copy) and all the elements re- 
quired for up)-to-date family enjoyment 
are there. 

Card Counters, Take Note 

Each game of solitaire is “scored” 
similarly, by playing cards to the “founda- 
tions” and building them up (or down) 
by suit (or other method — there are 
simply too many variations to list). Each 
card played to the foundation scores a 
point. Thus, a perfect score is obtained 
by reaching 52 points per deck used in 
the game. Op on the menu bar, however, 
is a button marked “history.” It is here 
where players will see their personal his- 
tory in playing this game, including their 
last 25 games played, their overall 
average, their average against others, 
etc. This screen, reminiscent of the 
graphs used in The Lost Admiral, also 
tells the players what an “average” score 
for that game is (based on over 10,000 
games played by QQP’s numerous 
playtesters). By comparing how one 
does against this score, a player can test 
their mettle versus the “odds.” 

Playing Again by Re“Quest” 

If Solitaire's Journey were just the 105 
fine solitaire games In a single package, 
it probably would find its niche in the 
marketplace. However, as The Avalon 
Hill Game Company is known for put- 
ting their “touch” upon boardgames to 
improve them, so, too, will QQP be 
known for adding like touches to Andy 
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Visscher’s game submission. Rather than 
having 105 loose solitaire games just “rat- 
tiing around” in the box, QQP has added 
two different kinds of “campaign games” 
for iinking them together, it wiil take a 
stretch of the imagination, but here 
goes.... 

The first styie of the solitaire campaign 
games is the “quest.” Here, players find 
themseives in a room that leads to 
others and where, ultimately, the exit 
must be reached. To exit, however, goid 
bars must be accumuiated (earned by 
piaying games of soiitaire) and other 
items (such as keys) must be found. 
When entering a room, players will see 
how many gold bars are being played 
for, plus the three games that the player 
can choose from and the p>olnts required 
in each of those games to earn the fuil al- 
lotment of gold bars. Playing a game 
over or under the score to be chaiienged 
wili increase or decrease the player’s 
gold income. Whiie the idea of a “quest” 
is, to be sure, a difficult one to associate 
with piaying solitaire, it does make for 
both a pleasant diversion and four dif- 
ferent quests (with ascending difficulty) 
are provided. 


Road Gaines, Solitaire Style 

The second typ)e of campaign is the 
“journey” (of titie fame). Here, the piayer 
assumes the roie of “soiitaire master,” 
playing in tournaments in different cities 
throughout North America. The object is 
for the piayer to get from an originai loca- 
tion to a distant iocation by purchasing 
“bus tickets” with both one’s originai 
funds and the additionai money to be 
earned in solitaire tournaments along the 


way. Poor play will cost the player 
money as sponsors pull out (leaving the 
player to pick up room expenses), whiie 
beating “soi” completely in a game wiii 
garner a player a free ticket to the next 
city. With this siightiy more plausibie 
premise, this reviewer took to the four 
journeys iike a shark takes to prey. 

52-Card No Peeky 

Perhaps the best thing that can be said 
about ^litaire’s Journey is its high 
kibitz vaiue. No matter where this jaded 
gamer found himseif playing this game, 
peopie gathered around the computer 
and suggested their own moves and piay- 
ing tips. One must acknowiedge that’s a 
real plus for a game and bow to that 
quality. Despite the “hokey-ness” of the 
campaign games inciuded, they are cer- 
tainiy piayabie and make mastering aii of 
the 105 individual games more desirable. 
It’s impossible to count the hours that 
will be spent on such a quick, ciean, piay- 
abie diversion as Solitaire’s Journey. 
However, this previewer would recom- 
mend a “Boss” button be included for 
hiding the game on a moment’s notice 
(grin), caw 



TLIPIN ENGINE GHMING PRESENTS 


Out Time Days 

a game of Time Travel in an alternate dimension 

THE EXPERIENCE: OTD is a game of life on a 
strange world. Although populated by a variety of 
semi-humanoid races, it is nothing like the Earth 
that your character left behind. Gone is the industri- 
al might of large nations. The multi-talented worker 
is a thing of the past. Even your famed Time Jump- 
ing skills have been checked to a certain degree, 

However, you do happen to be one of the few Time 
Jumpers on this world, and that in itself is a major strength. 

You’ll choose one of several sects to work with, or attempt to 
create your own from scratch, which will help set your general meth- 
od of operation. As each new time opens, there are new discoveries to 
make, new lands to chart, and new people to meet. The world awaits 
change, and you are the catalyst. 

OUT TIME DAYS is a highly interactive role-playing Play-By-Mail 



game with turns processed weekly. It has received excellent reviews, 
notably from Flagship and Paper Mayhem. Turn cost 
is $5.00. The game is open ended and 99% computer 
moderated. The rulebook may be obtained for $5.00 
(refundable with startup). A special startup is 
available that gives you the rulebook, the startup 
turn, and five turns for only $15.00. 

Dependable, weekly, error -free turns since 1984 



Space Combat 

a game of pure tactical combat... 
in a rather unique environment 

Youll be fighting in an cdgclcss contest zone aboard liv- 

ing creatures. Space Combat is almost all combat, with 

some room for diplomacy. Offensive actions include ii) 

the creature’s Psychic Screams to mentally disrupt ^ 

others, launching Inverse Mines that will implode 

near your enemy, freeing Spores to destroy inter- 

nals, using Nerve Pulses to paralyze pesky scouts, . 

and Virally Infecting your opponent in the hopes of / I ’ 

taking over their alien. Each turn comes with a special full-page graphic 

printout of your ending position to aid 
you in planning. 


Space Combat was designed to be 
easy to learn, but difficult to master. 
Every game starts with ten players, 
and as each is eliminated, the chances 
of the ga!ne ending will increase. 
Tumsheets are custom made on a lasbr 
printer to aid you in filling out your 
next turn. The games inn about 12-18 
turns. Cost is $3.50 per turn. A rule- 
book (required before you can join) is 
$1 .00 (free if you mention this ad!). 
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We Specialize in International Sales! 


Adv. of Willie Beamish 42 

f^metican Gladiators 27 

A. Slim’s Dealer's Choice 32 

A.T.P. Right Commander 37 

Altered ^ast 28 

Altered Destiny 34 

Arachnophobia 18 

Arachnophobia w/Sound Soijrce27 

Are We There Yet? 22 

Armor Alley 29 

Armour’Geddon 32 


Curse of the Azure Bonds 33 

Dark Queen of Hrynn 34 

Death Knights of Krynn 22 

Dick Tracy w/Sound Source 27 

Dick Tracy Print Kit 17 

Dragon Strike 33 

Dragon Wars 32 

Dragon’s Lair:Singe's Castle 37 

Dragon’s Lair II; Timewarp 43 

Duck TalesiQuesl for Gold 22 

E. Thorp's Real Blackjack 32 

Elite Plus 21 

Elvira 37 

Elvira 2:Jaws of Cerberus 43 


LOOKS and feels like the 
real thing! 




’ total 360 degree cursor 
control 

• audio and tactile feedback 
nrebuttons add to reality 
• 1 year Warranty 
• made in USA $42 


Atomino 32 

Bandit Kings of Ancient China ...37 

Bane of the Cosmic Forge 37 

Barbie:Fashion Design & Color. .27 

Barbie’s Print Palace 22 

Bard's Tale Construction Set ....34 

Bard’s Tale III 31 

Bart Simpson Arcade Game 32 

Bart Simpson/House Weirdness32 


Battle Chess 

Battle Chess II 

Battle Command 

32 

32 

27 

34 

BattleTech 2 

24 


18 


32 

Breach '2 

22 


27 


21 

Bug's Bunny Cartoon Workshop 32 

Captain Comic II 

17 


40 


18 

Casino Game Pack Windows 34 


32 

Castles 

37 


CastlesiNorthern Campaign 22 


Eye of the Beholder 2 40 

Eye of the Beholder 33 

Femme Fatale 27 

Femme Fatale Data Disk 1 20 

Femme Fatale Data Disk 2 20 

Femme Fatale Data Disk 3 20 

Fighting for Rome 32 

Final Conflict 37 

Flames of Freedom 32 

Flight Planner 29 

Freakin' Funky Fuzzbails 23 

Free D.C 37 

Future Wars 32 

Game Pack 1 32 

Games People Play 29 

Gateway to Savage Frontier 33 

Genghis Khan 37 

Gold of the Americas 25 

Gold of the Aztec 33 

Golden Axe 20 

Global Conquest 37 

Grand Slam Bridge 22 

Guy Spy 32 

Halls of Montezuma 25 

Hard Nova 18 

Hare Raising/Sound Source 43 

Heart of China 37 


I me Voyage Continues! I 
3tar Trek:25th Anniversary 

r .. /dvenrure.. ^ 

• rh V VGA graphics 

thousands of sratc-of-the-arr, 3D digirized 
„ space action scenes 

.StrpjTiSsS 

board support. 


Centurion:Defender of Rome 18 

Champions of Krynn 22 

Chessmaster 3000 34 

Chessmaster 3000 Windows ....39 

Chuck Yeager’s Air Combat 40 

Civilization 43 

Clue Master Detective 27 


Coaster 

27 

37 

Comic Book Creator 

Conan the Cimmerian 

20 

32 

37 


37 

Conspiracy:The Deadlock Files ..35 


36 


37 


20 

Cribbage King/Gin King .... 

20 

Crime Does Not Pay 

32 


36 

Cris/s In the Kremlin 

37 

Crossword Magic 

34 


Crusaders of the Dark Savant ..37 


I Multi-voice sound synthesizer and digital- 

( to-analogue converters for stereo playback 
I of ntostc, sound effects and speech. 
Microphone input for digital recording 

Midi ijipiii and output, game port, 20 
cliannels of synthesized sound plus 2 
channels of sound samples. 12 bit bit stereo 
UAC accepting 1 6, 12 and 8 bit data, 
otereo self powered speakers add $20. 


Ad Lib Gold 1000 
$199 


SUilNO 



$209.95 with Sony Speakers! 


Leisure Larry 3 37 

Leisure Larry 5 37 

Lemmings 32 

Les Manleylost in L.A 37 

Lexicross 30 


Railroad Tycoon 34 

Rampart 29 

Reach for the Stars 25 

Renegade Legion Interceptor 37 

Rider’s of Rohan 32 

Rise of the Dragon 37 

Robosport for Windows 37 

Rocketeer 22 

Rocketeer/Sound Source 32 

Roller Coaster Construction Set 32 
Roller Coaster/Sound Source.. ..43 
Romance of Three Kingdoms 2 .43 

Rommei 25 

Rotox 28 

Rules of Engagement 39 

Savage Empire 37 

Sargon 5 32 

Scrabble Deluxe 37 




40 


37 

Ultrabots;Sanction Earth 

37 

Uncharted Waters 

43 



24 

Life & Death ll:The Brain 

27 


34 


22 


28 


34 


37 


33 


v\j'i 


Lost Treasures of Infocom 43 

Oh No! More Lemmings 32 

Magic Candle 2 39 

Maniac Mansion w/clue book ...19 

Manhole 22 

Mantis:Experimental Fighter. ...37 

Martian Dreams 37 

Martian Memorandum 36 

Matrix Cubed 34 

Mean Streets 36 

Mech Warrior 22 

Medieval Lords 39 


Design Your Own Railroad' 

and barrel 

rZT ° fcii designed' With 

Design your own railroad, you control all the ' 
design elements of model railroading. True 
railroad simulation, coupling, uncoupling 
renvcfff!!,' "dssings, even ft'ain 






print accurate, to scale layouts. 






By 

Walt 

Disney 

Software 

$79 


Medieval Warriors 

MegaTraveller II 

25 

21 

37 

Mickey & Minnie's Print Kit 17 

Might & Magic 3 

40 


27 

Mission Impossible 

32 


27 


27 


30 


20 

No Greater Glory 

37 

Nobunaga’s Ambition II.,.. 

37 


25 


34 


32 


Sea Rogue 32 

Secret of Monkey Island II 40 

Secret of Monkey Island VGA ....27 

Secret of the Silver Blades 33 

Shadow of the Sorcerer 33 

Shanghai ILDragons's Eye 32 

Shuttle Space Flight Simulator ..37 

Siege 39 

Sim Ant 37 

Sim City 30 

Sim City for Windows 37 

Sim City Graphic:Ancient Cities .23 
Sim City Graphic:Future Cities. ..23 

Sim City Terrain Editor 17 

Sim Earth 41 

Sim Earth for Windows 41 

Sleeping Gods Lie 32 

Sound. Graphics & Air Upgrade ..29 

Space Ace 2:Borf’s Revenge 37 

Space Ace 37 

Space Quest 4 37 

Space Wrecked 32 


Spellbound 

32 

21 


43 

Stanford Wong’s Video Poker. ...32 


32 

Starflight 2 

22 

Stratego 

32 


47 

Strip Poker 3 

33 


32 


33 


37 


27 

Super Space Invaders ... 

27 

Super Tetris 

32 


Heaven and Earth 32 

Heroes of the Lance 33 

Home Alone 27 

HoverForce 32 

Hoyle's Book of Games 3 32 

Hoyle's Book of Games 2 25 

Hoyle's Book of Games 1 25 

Hyperspeed 37 

The Immortal 22 

Indiana Jones 4:Fate oMffanffs40 

Indiana Jones;Last Crusade 29 

Ishido' 34 

James Bond;Stealth Affair 35 

Jones in the Fast Lane 26 

King’s Quest V 38 

Knights of Crystallion 30 

Knights of the Sky 37 

Koshan Conspiracy 34 

L' Empereur 37 

Laffer Utilities 25 

Land, Sea, Air Trilogy 2 32 

Leather Goddess of Phobos 2. ..43 
Leisure Larry 1 VGA 37 


Swap 32 

Tales of Magic 40 


PC Gamepad by Advanced Gravis 


The Gravis PC Gamepad is a 

combination hand held control pad 
and table top joystick. Fuliv 

compatiOle with all IBM game 

‘''^hd^idontrol sMe games. 

Included is a FREE copy of 
Commander Keen and GravtesI a 
joystick test and calibration ' 
program. $ 25 . 


Oii Barons 27 

Omar Sharif on Bridge 37 

Orbits 37 

Operation C0M*BAT 32 

Out of this World 37 

Overiord 32 

Paperboy 2 29 

PickN' Pile 28 

Pipe Dreams 19 

Pitfighter 25 

Planet's Edge 39 

Playroom 29 

Pools of Darkness 40 

Police Quest 3 37 

Populous 22 

Populous:Promised Lands 14 

Powermonger 34 

Prehistorik 32 

Prince of Persia 27 

Prophecy of the Shadow 40 

The Prophecy 27 


The Taking of Beverly Hills 27 

Teenage Ninja Turties 26 

Terminator 35 

Test Drive III 37 

Tetris 24 

Theme Park Mystery 32 

Three in 1 Piayer’s Pack 37 

TimeQuest 37 

Tracon li:Air Traffic Controller ....32 

Tracon II for Windows 43 

Treasures of Savage Frontier ...34 

Trivial Pursuit 28 

Trump Castle II 32 

Trump ILSIots 20 

Trump ILPoker 20 

Turbo OulRun 20 

Ultima Underworld 47 

Ultima Triiogy 37 

Ultima Triiogy 2 47 

Ultima 7 47 


Vaxine 27 

Vegas Gambier 28 

Vengeance of Excaiibur 27 


Vette 

Video Poker 

Virtual Reality Studio.. 

Voipheed 

War of the Lance. 
Welltris 





Carriers at War 37 

Carrier Strike 49 

Conflict Korea 37 

Conflict:Middle East 37 

F-15 II Scenario Disk 20 

F-15 Strike Eagie it 21 

F-19 Stealth Fighter 43 

F-29 Retaliator 33 

Falcon 3.0 47 

Flight of the Intruder 37 

Gettysburg:The Turning Point 39 

Gunship 2000 VGA 41 

Harpoon 29 

Harpoon BattieSet # 2 21 

Harpoon BattieSet # 3 21 

Harpoon BattieSet # 4 25 

Harpoon Chailenger Pak 46 

Harpoon Scenario Editor 28 

Heroes of the 357th 34 

Hunt for Red October 23 

Jet Fighter li 42 

Kampfgruppe 37 

LHX Attack Chopper 28 

Lost Admiral 37 

Ml Tank Platoon 41 

Mac Arthur's War 32 

MegaForlress Mission Disk 2. ...27 
MegaFortress: Right of Old Dog 40 

Mig 29 32 

PacIRc Islands 32 

Patton Strikes Back 37 

Perfect General 37 

Perfect General Scenario Disk. ..25 

Red Baron 37 

Secret Weapon P38 Missions ...22 
Secret Weapon P80 Missions ...22 
Secret Weapon Heinkel 162. ...22 

Secret Weapon Dornier 335 22 

Secret Weapons of Luftwaffe ....44 

Silent Service II 37 

Team Yankee 37 

Twilight 2000 VGA 37 

Typhoon of Steel 37 

UMSIl Planet Editor 32 


Heights in Realism; 




' a Sized multi 

functional aircraft joy stick, 
MAXX Pedals are floor style 
modular attachments. Just plug 
in and play! 

with Foot Pedals ^00 0 g 


Wheei of Fortune Vanna White ..27 

Where America's Past Carmen ..37 

Where in Europe is Carmen 32 

Where in Time is Carmen 32 

Where in USA is Carmen 32 

Where in World is Carmen 32 

Where in World is Carmen VGA. .48 

Wild Wheels 34 

Wing Commander 2 47 

Wing Commander 2 Speech Pakl7 

Wing 2 Speciai Operations 1 27 

Wing 2 Speciai Operations 2 22 

Wing Commander Deiuxe 47 

Wing Commander 39 

Wing Commander Mission 1 22 

Wing Commander Mission 2 22 

Wings of Fury 27 

Wizardry Trilogy 32 

Wizardry V 32 

Wonderland 38 

WordTris 30 

Wrath of the Demon 32 

Xenocide 32 


UMS II: Nations at War 37 

Wariords 29 

Waterioo 37 

Western Front 37 

White Death 32 

Worlds at War 32 


SPORTS 


688 Attack Sub 28 

AlO Tank Killer 37 

Aces of the Pacific 43 

Action Stations 32 

Allied Forces Bundle 29 

Ancient Art of War 31 

Ancient Art of War at Sea 31 

BattieHawks 1942/Finest Hour.40 
Blitzkrieg 32 


4-D Boxing 22 

ABC's Wide World of Boxing 32 

All American College Football ....37 

All Star Sports Compilation 22 

Andretti's Racing Chailenge 22 

Baseball Card Collector 32 

Bill Elliot’s Nascar Challenge ....32 

Bo Jackson Baseball 32 

California Games II 27 

Celtic Legends 34 

DarkSeed 43 

Days of Thunder 27 

DOC 43 

Dream Team 32 

Earl Weaver Baseball 2 40 

Games;Winter Challenge 35 

Greens:l//t/mafe Golf Simulators? 

HardBall3 37 

Indianapolis 500 18 

International Sports Challenge. 32 
Jack Nicklaus Golf Unlimited .,..37 

Jack Nicklaus Signature Ed 43 

Jimmy Connors Pro Tennis 33 

Links Barton Creek Course 20 

Links Bayhill Course Disk 20 

Links Bountiful Course Disk 20 


crusaders of the Dark Savaiii 

uarK Savant, Import your characters 
from Bane of the Cosmic Forge or ere 
a iiew party capable of surviving the 
rigors of a strange alien worlrJ, Never 
has a garne been as true to authentic 

ht in ® has a gam 

been so vast. Forever in the 
"sfi'ion of Wizardry, 


A Full Selection of Software and Accessories for the IBM. CD Roms in stock 
Gift Certificates Available • Competitive Pricing • Same Day Shipping r ^ 




Links Dorado Course Disk 20 

Links Firestone Course Disk 20 

Links Pinehurst Course Disk 20 

Links: The Challenge of Golf 37 

Manager’s Challenge Baseball. .31 
MicroLeague Basketball 27 


••yUAdelnUtA - 

in 


2400 Internal l..„, 
2400 External Mn 


MicroLeague Football Deluxe ....43 

Mike Ditka Ultimate Football 35 

NCAA: Road to the Final Four ....34 

NFL Pro League Football 47 

Over the Net (Volleyball) 32 

Personal Pro Golf 32 

PGA Course Disk 19 


Mickey's Crossword Puzzle 22 

Mickey's Jigsaw Puzzle 27 

Mickey's Memory Challenge 22 

Mickey's Runaway Zoo 14 


32 

Number Munchers 

32 

Operation Neptune 

37 


32 



PC Globe V4 . 

41 

PC U.S, A. 2.0 

41 

Persbnal Trainer S.A.T 

32 

Read & Roll VGA 

32 

Reader Rabbit 2 

39 


32 


27 


32 


32 


32 


32 


27 


32 

Treasure Mountain 

32 

U.S, Atlas 

38 


PGA Limited Edition 46 

PGA Tour Golf 33 

Playmaker Football 32 

Pro Football Analyst 37 

Pro League Baseball 37 

Team Suzuki 27 

Tom Landry Football 32 

Tony LaRussa Al Stadium 18 

Tony LaRussa Baseball 33 

Tony LaRussa Great Teams 18 

Tony LaRussa NL Stadium 18 

W. Gretzky:Hockey League Sim. 30 
Wayne Gretzky 2:Canada's Cup. 35 

Wayne Gretzky Hockey II 34 

Weaver 2:Commemorative 59 

World Class Soccer 27 




Where in USA is Carmen 32 

Where in World is Carmen 32 

Where in World is Carmen VGA. .48 

Word Attack Plus 32 

Word Munchers 32 

Writer Rabbit 32 

Writing/Publishing Center 42 


AccuWeather 34 

America's 25 Best Home Financel5 

Animation Studio 79 

Auto Map 57 

Auto Map: Europe 89 

Bannermania 25 


G'0“p m Fax & ■ 
‘^“'"patible Modem 

• Advanced menu driven software 
, Error correction and data compression 

I^PerformsASClandPCXtofaxS^^ 
•^Direct to differentiate a fax from a 

Half Card version just $119 


Algeblaster Plus 32 

Berenstain Bears: Counting 18 

Berenstain Bears: Letters 27 

Berenstain Bears:Colors 27 

Berenstain Bears:Junior Jigsaw. 18 

Bushbuck Adventures 27 

Challenge of Ancient Empire ....32 

Designasaurus II 28 

Donald's Alphabet Chase 14 

EarthQuest 37 

Ecosaurus 27 

Fisher Price: Farm 18 

Fisher Price.Picture Dlctlonary.27 
Fisher Price:Nelghborhood 18 


Geo Jigsaw 

27 

Goofy's Railway Express 

14 

Grammar Gremlins 

32 


32 

Headline Harry VGA 

37 


32 

KidPix 

37 

Math and Me 

22 


Body Works 47 

Chemistry Works 43 

Design Your Own Railroad 37 

Dream House Professional 48 

Dvorak on Typing 32 

Dvorak's Top 30 37 

Eight In One 37 

Estimating & Invoicing 27 

Estimator Plus 54 

FloorPlan 32 

Floor Plan Plus 47 

Lottery Gold 32 

Lottery Trend Analysis 18 

Mavis Beacon 2.0 33 

Mavis Beacon 2.0 Windows 40 

My Advanced Mail List 32 

My Advanced LabelMaker 32 




m 


....47 ■ U.S, Atlas for Windows 54 

....32 What's My Angle 32 

....32 Where America's Past Carmen. ,37 

....19 Where in Europe is Carmen 32 

Where in Time is Carmen 32 

The Final Battle: Will Krvnn ' 

Survive it's Worst Ni«?e7 

The Dark Queen of Krynn is the Inno. 
awaited sequel to Death Knights of Krvnn 

aria °'TrTnst?'^ underwater adventire 
Delth characters from 

Death Knights with ievels, monev and 

Characters begin atllth 
level and can advance to 40 th level. 


Math Blaster Mystery 32 

Math Blaster Plus 32 

Math Blaster Plus Windows 37 

Math Rabbit 27 

Mickey’s 123 27 

Mickey’s ABC 27 

Mickey’s ABC/Sound Source ....37 

Mickey's Colors & Shapes 27 




4 






My Business Checkbook 

My Back-Up 

My Checkbook 

My Database 

My Invoices 

My Labelmaker 

My Mail List 

My Phonebook 

Pacioli 2000 

Printshop New 

Quicken for Windows 

Screen Works 

Speed Reader for Windows,... 

Sprout! 

Studio of Greetings 

Super Mario Teaches Typing .. 


I Game Pack 2 79 

Grolier's Encyclopedia 295 

Guinness Disc of Records 69 

Illustrated Encyclopedia 395 

Jones in the Fast Lane 47 

Loom 47 

Mammals Encyclopedia 99 

Murder Make StrangeDeadfellow35 

Reference Library 99 

Secret of Monkey Island 47 

Secret Weapons of Luftwaffe ....57 

Sherlock Holmes Detective 45 

Spirit of Excalibur 47 

Stellar 7 47 

Street Atlas U.S.A 99 

The Family Doctor 119 

I Enjoy the Best in Authentic 
Response with True Hands On Stick 
and ThrottleFlying! 

“9SlhS';'^TT^®’«“TankK,ller, 
I / stealth Fighter, Jet Fighter (I Flight nftho 

Intruder, Right Simulator IV and more^to come! 

Weapons Control Systems $89 
Flight Control System $69 
by THRUSTMASTER 


Time's Compact Almanac 139 

TimeTable:Science&lnnovation..94 

Ultimate Basketball 35 

Ultima lto6 57 

U.S. Atlas w/ AutoMap 89 

U.S. History 249 

Wing Commander/Ultima 6 47 

Wing Commander Deluxe Edition47 

World/U.S. Atlas 79 

Wrath of the Demon 32 


Ten Best Publisher's 19 

. TravelWorks 47 

Turn Your Ideas Into Business ..27 

Weather Brief 22 

World Atlas 44 

World Atlas for Windows 54 


5 Game Pack by Capstone 57 

Audubon Mammals 35 


Case of the Cautious Condor ....35 


CIA Fact Book.... 

Desert Storm 

Family Choice Pack., 
Game Pack 1 


Hearsay 1000 149 

Media Music 2.0 75 

Sound Source 25 

Sound Blaster Mini Speakers.... 15 

Sound Blaster Midi Interface 79 

Sound Blaster Voice Editor 59 

Sound Commander 99 

Soundmaster II 199 

Thunder Board 99 

Ultrasound Board 139 


DiskHolder for 5.25 or 3.5 9 

Gameport byCHProducts 34 

Gameport MicroChannel by CH .48 




Free D.C. 
An 
Avery 

Zedd I 
Detectron | 
I Adventure 
$32 
by 

I itjja CinePlay 










f Carrier Strike; Fight the eieat 

earner batties of thfsouth&, 

Begin this tactical carrier combat game at 

I mm Sea MtS E 

mszf ‘szs ?.rf 

commander issue orders to refuel and'fl 
arm aircraft, direct search and strike 
mss/ons. New graphics from the author of 
mtern Front ann r.-. 


PC Serial Mouse $20 

Genius 4500 Scanner 132 

Suncom Icontroller PC 49 

9600/2400 Fax/Modem 99 

Portable Fax/Modem 249 


Analog Plus 27 

ErgoStick 27 

Flight Stick by CH 42 

Gravis Joystick for PC 39 

Mach III by CH Products 33 

Maxx Flight Pedals 49 

Maxx Flight Yoke 60 

Yoke/Pedal Bundle 99 

Tac 1+ 24 



..,.43 Ad Lib Card (Micro Channel)... .139 

....27 Ad Lib Gold 2000 call 

Ad Lib Music Card w/Speakers 69 

The Speakers & Software! “ 

The Sound Commander is a plug in board 
for your IBM or compatible, lool Ad Lib 
and Covox compatible. Includes speakers 
sMi°o°FM software, CD ' 

r/oo^ Ari?ff“®'' and 

I Ad Lib compatible. 

The Sound Commander $99 I 
Media Music $75 


...,132 Grade A Vocabulary 6,7,8 13 

49 Grade A SAT Vocabulary 13 

99 Gremlins Game 19 

....249 Gremlins Print Kit 14 

Grover's Animal Adventure 10 

Hollywood Squares 14 

NFL Print Pro 22 

27 Student Word Processor 13 

27 Grade A Early Learning 13 

42 Jeopardy 25th 14 

39 Jetsons 19 

33 Jetsons/Flintstones Print Kit 14 

49 Letter Go Round 10 

60 Looney Tunes Print Kit 14 

99 Muppets Adventure 14 

24 Muppets Print Kit .. 14 

Pals Around Town., 10 

^ylwukKb:An Adventure ,„Anatc" 

Jhe human body li the ultimate machine and ’ 

stZl; r' ^ ™ can 

studv specific areas from head to 

coerolorful, comprehensive computer graphics 
jUide you on a journey ihrough the bol' ^ 
ixpertcnce the wonder and discover the miracle 
of the human machine! , e. rZ 
by SMC S47 


Thrustmaster Flight Control 89 

I Thunderstick by Kraft 35 

I Warrior V by Bondwell 20 

ThrustMaster Weapons Control .89 
Wico Analog 12 


Payday 

Price is Right 

14 

14 

Print Power 

14 


Roller Coaster Rumbler 19 

Super Mario Print Kit 19 

Wheel of Fortune Golden Ed 14 


Advance to Boardwalk 14 

Adventures of Beetlejuice 19 

Beetlejuice Print Kit 14 

Bug's Bunny's Adventure 14 

Chip N Dale's Rescue Rangers. ,19 

Daf^ Duck P.l 19 

DeskPower ,.14 

Ernie's Big Splash 10 

Ernie’s Magic Shapes 10 

Expert Astronomer 14 

Expert Calendai ,.14 

Expert Checkwriter 14 

Expert DOS Tutor 14 



I tho hf ® buy and 

■ the black gold. Decide whether to 

I P“^®b®se domestic or foreign oil- 
I PdFchase gas stations, refineries 

r aZZ’ Bed 

an ml baroni Amass a fortune 

Players can Invest in R&D, attem 
^uenoe the government or spen 
money on the environment, and t 
more! by Lobo Software $87 


Expert Fax Forms 14 

Expert File & Calc 14 

Expert Home Design 14 

Expert Labels 14 

Expert Landscape 14 

Expert Lottery 14 

Expert Maps 14 

Expert Puzzles & Mazes 14 

Expert Resume Writer 14 

Expert Utilities 14 

ExpertPerfect Typing 14 

ExpertPersonal Finance 14 

Personality Expert 14 

Flintstones 19 

Grade A Algebra 13 

Grade A Math 1,2,3 13 

Grade A Math 4,5,6 13 

Grade A Math 5,6,7 13 

Grade A Spanish 13 

Grade A Spelling 2,3,4 13 

Grade A Spelling 4,5,6 13 

Grade A Spelling 6,7,8 13 

Grade A Vocabulaiy 2,3,4 13 

Grade A Vocabulary 4,5,6 13 


Eye of the Beholder 2 14 

Quest for Clues 5 16 

Ultima Avatar Adventures.., 18 

Ultima Underworld 14 

Wing Commander 1&2 16 

Martian Dreams 14 

Savage Empire 12 

Treasures of Savage Frontier .,,.12 

Ultima 7 14 

Ultima 6 ... 12 

Ultimas... 12 

Call Us For the Newest and Latest in 
Software. Prices based on M.S.R.P. 
Not responsible for Typographical 
errors. Please Check Compatibility 
before ordering. Prices subject to 
change without notice. All sales are 
final. Defectives replaced with same 
item only. 

Circle Reader Service #6 1 


COMPUTER WARGAMING WORLD 


June 1992 


“I Came, I Played, I Conquered" 


CGW #95 


Broadsides & Gripeshot 


by Alan Emrich 




Art by Rodger MacCowan; C 1992 RBM Graphics 

COMPUTER 

WARGAMING WORLD 

H 104 

Editorial: Broadsides & Gripeshot 

12 108 

strategy: The Perfect General Scenario 
Disk — World War II Battle Set 

C2 112 

Review: Action Statlonst Scenario 
Vtlllty Disk 

H 114 

Opponents Wanted: Reach Out and 
Crush Someone 

H iis 

Replay: L’Bmpereur 

1^ 118 

Sneak Preview: Multi-Player Battletech 

H 120 

Paiktography: The Modem Era — 1950 
to the Present 

[2 126 

Review: Birds of Prey 

Computer Wargaming World is published 
twelve times a year as a free supplement in 
Computer Gaming World. 

11 Samuel 22:35 


L ast issue, we went over the debate 
about wargames without artificial op- 
ponents, and some very interesting 
arguments on both sides of that issue 
were presented. Apparently, one in- 
dividual, who has designed two such 
original computer games, has already 
seen this as an opportunity to submit 
them here for inspection (see: New Busi- 
ness). To begin this issue, however, iet’s 
examine the end result of the rallying cry 
for our “Opponents Wanted" Section. 

Old Business: Reach Out 
and Crush Someone 

When the rallying cry was raised for 
people to either place an ad in our “Op)- 
ponents Wanted” section or to cali some- 
one who did, we didn’t know what to ex- 
pect. Now, whiie we haven’t gotten the 
FBi to tap any phone lines to see if our 
readers are actually placing more calis, 
there has been a marked increase in the 
number of individual listings in the “Op- 
ponents Wanted" section. Again, I urge 
everyone reading this to cail and connect 
up! These computer gamers have made 
the first move; now, it’s your turn. 

For those who have wondered exactly 
how the Opponents Wanted listings 
work, here is an explanation in brief: 

Ads from individuals run one time, but 
we will gladly run others from that same 
individual If we are sent another 
postcard/feedback card/fax/e-mail, etc., 
with another ad on it. It is a free service, 
so the price is certainly right. Ads for the 
various Networks and BBSs are picked 
up and re-run each issue, but often there 
are changes and additions to them, so 
jaded readers might want to give these 
“old” ads another look to see what’s new 
in them. The listings in each section (net- 
works, BBSs and individuals) are 
presented in ascending order by area 
code. 


New Business: New Games 

It’s always exciting to receive an an- 
ticipated wargame. With Global Con- 
quest, however, it was even more excit- 
ing for me when others received it. 

That’s because it is another Dan Bunten 
modem-play special and, as a playtester, 

I couldn’t wait for everyone else to get it 
so that the opfxjnent pKJol would be 
larger than just the playtest group. Now 
that it’s released, let the games begin.... 

Players of Global Conquest will want to 
practice up, too. This magazine and 
Microprose will be co-sponsoring a 
Global Conquest tournament soon on 
the CompuServe network. For details on 
this event, be sure to read the Compu- 
Serve listing in the opponents wanted sec- 
tion on page 1 14 of this issue. Connec- 
tivity lovers will also be pleased to hear 
that Sierra has finally launched their 
long-anticipated multi-player Red Baron 
on The Sierra Network. For details, see 
their ad in the Opponents Wanted sec- 
tion. 

“Games Sans Brains" Con- 
tinues 

Steven D. Jones (of the appropriately 
named SDJ Enterprises, Inc.) is more 
than just a new advertiser (see page 
116). He has created a couple of interest- 
ing “labor of love” wargames and self- 
published them. While they have only 
recently hit this desk, their strategic 
scope, ease of learning and short playing 
time have been great for me, simply be- 
cause entire campaigns can be com- 
pleted during a lunch break. Granted, 
both La Grande Armee and Big Three 
are of “shareware” quality and include no 
Al. Still, though I regularly play no share- 
ware games, I will admit to spending 
several fascinating hours playing both 
sides of these games over and over 
again. Reviews of these and other war- 
games will be forthcoming, as will more 
replays and strategy articles. Onward! 
caw 
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ZERO’S & ONE’S PC WAREHOUSE 

7525 Rosecrans Ave., #203, Paramount, CA 90723 
310-630-3551 (information) 8-5 M-F * 310-634-7745 (FAX) 24-hours 
800-788-2193 (orders) 8-6 M-F, 9-4 Sa P.S.T. 

ALL IBM COMPATIBLE 


SOUND BOARDS 

ATI Stereo F/X 147.95 Sound B MCA 
ProAudio Spec call Sound B C/M£ 
Roland LAPC1 399.9a Sound Comnd 


Sound B MCA 219.95 
Sound B C/MS 25.95 
Sound Comndr + 69.95 


Sound BIst Pro 189.95 Sound Master II 149.95 
Sound Blaster 109.95 Thunderboard 95.95 


JOYSTICKS & MICE 


Thrustmaster 
Throttle 
Joystick 
CH Flight Stick 
CH Mach II 
CH Mach III 
Winner Pistol 
Wnner Yoke 
Gravis gamepad 
Gravis joystick 


MICE 

3-Button 17.95 

Logitech 

Mouseman 71.95 

Rollerballs call 

Microsoft OEM 79.95 

Game cards 
Economy 9.95 

Hi speed 19.95 

CH Game III 28.95 


MULTIMEDIA 

Creative Labs Multi Media CD Rom Drive & 

CDR bundle fbr Sound Blaster Pro 389.95 
Creative Labs Multi Media CD Rom Drive & 

CDR Bundle with Sound Blaster Pro 574.95 
Sony CDU 535 internal w/card 349.95 

Sony CDU 535 external w/card 399.95 

Computer Eyes RT 434.95 

Computer Eyes Pro 299.95 

Xapshot Camera, Canon RC-250 419.95 

MATH CO-PROCESSORS 
3C87SX-16 99.95 3C87-25 151.95 

3C87SX-20 112.95 3C87-33 159.95 

3C87SX-25 125.95 I3C87-40 199.95 

EDUCATIONAL ENTERTAINMENT 


ACT Studyware 29.95 
Alge-Blaster Plus 29.95 
Algebra -l-,V.II 32.95 
Barbie Design 15.95 
Barbie Fashion 24.95 
Beauty&B PrntKit 14.95 
Bodyworks 47.95 
Carmen S.Diego series 
Chal Anc Empire 29.95 
Design own RR 34.95 
Destination Mars 34.95 
Dinosaur Designr 19.95 
Dr. Quandry 35.95 
Eco Quest 33.95 
Earthquest 35.95 
Geo Jigsaw 19.95 
GMAT Studywre 29.95 
GRE Studyware 29.95 
Headline Harry 29.95 
Kid Pix 34.95 

Kid Works 29.95 
Knowledge Adv. 47.95 
LSAT Studyware 35.95 
Marvin Moose 31.95 
Math Blaster-)- 29.95 
Math Mystery 29.95 
Math Rabbit 25.95 
M. Beacon Type 31.95 
McGee 24.95 

McGee at Fair 24.95 
Memory Lane 26.95 
Mickey's ABC 24.95 
Mickey's 123 24.95 

Mickey's Crswrd 19.95 
Mickey's Jigsaw 29.95 
Mickey/M PrntKit 14.95 
Mickey's Zoo 12.95 


Midnite Rescue 
Mind Games 
Mixed Fairy Tale : 
Newsroom 
Nigel's World 
Numbr Munchrs 
Once Upon A... 
Oper. Neptune 
Orbits 

Oregon Trail 
Out Numbered 
PC Globe 4.0 
PC USA 2.0 
Phonics Plus 
Playroom 
Prin of Biology 
Prin of Calculus 
Prin of Chemstry 
Prin of Econmcs 
Reader Rabbit 
SAT PersnITrainr 
See the U.S.A. 
Spell-a-Saurus 
Spellbound 
Spell It-I- 
Stickybear Read 
Story Teller 
SuperMunchers 
Think Quick 
Treasure Mtn 
Treehouse 
Typing Tutor 5 
What's My Angle 
(geometry) 

Word Munchrs 
Write & Publish 
Writer Rabbit 


GAMES 

A-lOE Tank Killer 35.95 

Advanced O&O series call 

Treas Savg Frontier 31.95 

Action 5:Silpheed,Thexdef, 
FireHawk, Ziiiard, 

Oil's Well 44.95 

Action Stations 29.95 

AS: Scenario 15.95 

Allied Forces 41.95 

Amer. Civil War, v.l 24.95 

Armada 2525 29.95 

Armor Alley 26.95 

ATP Flight Assignment 36.95 
Back to the Future series 
Bane of Cosmic Forge 38.95 
Bard Tales III 29.95 

Bart Simpson 29.95 

Battle Command 22.95 

Bloodwych 24.95 

Breach 2 19.95 

Castle of Or. Brain 29.95 

Castles 35.95 

Civilization 38.95 

Colonel's Bquest 35.95 

Command HQ 35.95 

Conan 29.95 

Conquest of Long Bow 39.95 

Corporation 29.95 

Countdown 31.95 

Danger Zone 29.95 

Dark Spyre 25.95 

Decision at Gettysburg 23.95 

Design own Railroad 34.95 

D-Generation 31.95 

Dragon's Lair series 
Dusk of the Gods 37.95 

Elvira series 

F-1 17A Nighthawk 44.95 

F-15 Strike Eagle II 29.95 

Faerghail, Legend of 25.95 

Falcon 3.0 44.95 

Fighting for Rome 29.95 

Final Conflict 29.95 

Fire Team 2000 29.95 

Flight of the Intruder 32.95 

Flight Sim 4.0 37.95 

FS Aircraft & Scenery 27.95 

FS Instrument P S 59.95 

FS Mallard upgrade 26.95 

FS Scenery 19.95 

Free D.C. 39.95 

Future Wars 29.95 

Genghis Khan 35.95 

Godfather 29.95 

Grailquest 24.95 

Gunship 2000 35.95 

Hard Nova 19.95 

Hare Raising Havoc 29.95 

Harpoon series 
Heart of China 35.95 

Home Alone 24.95 

Hyperspeed 34.95 

Immortal, The 19.95 

Indy Jones IV 38.95 

JBond;Stealth Affair 29.95 

Jetfighter II 39.95 

Kings Quest series 
Knights of Sky 29.95 

Leisure Suit Larry series 
Lemmings 29.95 

Les Manley series 
LHX Chopper 25.95 

Life & Death 23.95 

Life & Death, Brain 25.95 

Lightspeed 29.95 

Little Mermaid/Beauty 

and Beast Print Kit 19.95 

Loom 19.95 

Lord of the Rings series 
Lost Admiral 35.95 

MacArthur’s War 29.95 

Magic Candle II 36.95 

Manhunter 2 29.95 

Maniac Mansion 16.95 

Martian Dreams 35.95 

Martian Memorandum 34.95 

Matrix Cubed 31.95 

Mean Streets 35.95 

MegaFortress 36.95 

MeqaTraveler II 32.95 

MIG-29 Fulcrum 29.95 

Might & Magic series 
Miflennium 19.95 

Mission Impossible 29.95 

Murder 29.95 

Nobunaga Ambition II 34.95 


No Greater Glory 45.95 

Nova 9 21.95 

Obitus 29.95 

Operation Combat 29.95 

Overlord 29.95 

Panzer Battles 21 .95 

Paperboy 2 26.95 

Patton Strikes Back 35.95 

Perfect General 35.95 

Peter Pan/Robin Hood 
print kit 19.95 

Planet's Edge 36.95 

Police Quest series 
Power Monger 33.95 

Predator 2 14.95 

Prince of Persia 29.95 

Quest for Glory 35.95 

Red Baron VGA 39.95 

Rise of Dragon 34.95 

Romance 3 Kingdom II 39.95 
Railroad Tycoon 32.95 

Rocketeer 29.95 

Rules of Engagement 36.95 
Sea Rogue 35.95 

Second Front 38.95 

Secret Monkey Island series 
Secret Weapons Luft. 42.95 
add-ons 19.95 

Sex Olympics 24.95 

Shuttle 35.95 

Sierra Network 19.95 

Silent Service II 31.95 

Sim Ant 35.95 

Sim City 29.95 

Sim City Graphic 21 .95 

Sim Earth 42.95 

Sleeping Gods Lie 29.95 

Space 1889 28.95 

Space Ace II 35.95 

Space Quest IV vga 37.95 

SpellcEisting series 
Spiderman 24.95 

Spirit of Excalibur 29.95 

Star Control 29.95 

Star Trek 25th Anniv. 35.95 
Stellar 7 24.95 

Stratego 29.95 

Teenage Ninja Turtles 24.95 
Terminator II 39.95 

Their Finst Hour 43.95 

ThexderFirehwk 22.95 

Thunderhawk 31.95 

Time Quest 29.95 

Twilight 2000 34.95 

Typhoon of Steel 38.95 

ultima series call 
UMS II 29.95 

UMS Planet Ed. 29.95 

Uncharted Water 41 .95 

Vengence of Excalibur 29.95 
Warlords 29.95 

Western Front 37.95 

Willie Beamish 34.95 

Wing Commander series 
Wizardry series call 

Wonderland 35.95 

Worlds at War 29.95 

Wrath of Demons 29.95 

Xenocide 28.95 

Yeager Air Combat 36.95 

BOARD, CARDANO 
SHOW GAMES 

AnteUp Poker 24.95 

Backgammon 19.95 

Battle Chess 29.95 

Blackjack 29.95 

Bridge Baron 29.95 

Bridge Companion 34.95 

Bridge Grand Siam 21.95 

Bridge Omar Sharif 29.95 

Bridge Truscott 22.95 

Bridge Win in 5 wks 24.95 

Casino Master 44.95 

Chessmaster 3000 31 .95 

Craps 19.95 

Cribbage 27.95 

Crossword Magic 31.95 

Dealer's Choice 29.95 

Femme Fatale 24.95 

Go Junior 22.95 

Go Master 42.95 


Lexicross 

Monopoly 


Puzzle Master 29.95 

Puzzles & Mazes 1 4.95 

Risk 24.95 

Scrabble Deluxe 35.95 

Shogi MEister 32.95 

Solitaire (Bicycle) 29.95 

Solitaire (Hoyle If) 22.95 

Solitaire Royale 21 .95 

Strip Poker 29.95 

Super Jeopardy 24.95 

Super Tetris 29.95 

Tetris 19.95 

Troika 17.95 

Trump Castle II 29.95 

Welltris 19.95 

Wheel of Fortune 23.95 

Wordtris 24.95 

HOME & OFFICE 

Animation, Paint 84.95 

Animation Studio 77.95 

AutoMap 59.95 

CheckFree 49.95 

Cookbook 29.95 

Deluxe Paint II 85.95 

Dvorak Typing 29.95 

Eveivbody's Planner 62.95 

Far Side calendar 47.95 

Grade Quick 47.95 

Jobhunt 29.95 

ObjectionI 29.95 

Tempra Pro 299.95 

TempraGIF 114.95 

Vehicle Records 35.95 

Virtual Reality Studio 54.95 

Vista Pro 77.95 

Wedding Planner 33.95 

SPORTS 

Andretti Racing Chal. 19.95 

Bo Jackson Baseball 29.95 

Boxing, 4D 19.95 

College Football 35.95 

Hardball II 29.95 

JConner Tennis 31 .95 

Joe Montana Football 29.95 

JMadden Football 29.95 

JNicklaus Golf 34.95 

Links 36.95 

Microleague Footbl DIx 41.95 
Mike Ditka Football 32.95 

Motocross 19.95 

Nascar Challenge 29.95 

NFL PRO Football 44.95 

Playmaker Football 34.95 

Sharkey 3D Pool 18.95 

Speedball 2 24.95 

Sports Adventure 47.95 

Stunt Driver 29.95 

Tony LaRussa Baseball 29.95 
Team Suzuki 24.95 

Test Drive II 29.95 

Test Drive III 34.95 

W.Gretzl^ Hockey 33.95 

Weaver Beisball II 31 .95 

Wide World Boxing 29.95 

WINDOWS 

Battle Chess 29.95 

Briefcase calendar 29.95 

Casino Pack #1 31.95 

Chessmaster 3000 37.95 

Chessnet 31.95 

Diet Pro 34.95 

Far Side calendar 49.95 

Golf Companion 24.95 

Herman calendar 19.95 

Laffer Utilities 25.95 

Mavis Beacon Typing 37.95 

Entertainment Pak#1 27.95 

Entertainment Pak#3 27.95 

Money Manager 19.95 

MS Works 129.95 

Pixel Puzzle 39.95 

Risk 29.95 

Screen Works 19.95 

Sim Earth 42.95 

Speed Reader 29.95 

Super Tetris 29.95 

Typing Tutor 5 29.95 

LI.S.Atlas 3.0 49.95 

Wired for Sound 32.95 

World Atlas 49.95 


CD ROMS 

Amer.Bus.Phnbk 39.95 
Annabel's Dream 62.95 
Apollo 50.95 

Bible Library 53.95 
Britan.Fam.Chce 74.95 
Carmn S.Diego 69.95 
CD-Rom Collect. 29.95 
CD Directory 109.95 
Classic Fairy TIs 72.95 
Corel Artshow 91 72.95 
Elec.Home Libry 74.95 
Family Doctor 107.95 
Game Collection 49.95 
Golden Immortal 29.95 
Grab Bag 24.95 

Grandma & Me call 
Guinness Reeds 74.95 
Jones Fast Lane 40.95 
Jungle Safari 72.95 
King's Quest V 41.95 
LangGame/Span 59.95 
Magazine Rack 46.95 
M Beacon Typing36.95 
MS Stat Pack 89.95 
Mixed M. Goose 45.95 
Monarch Cliff Nts 74.95 
MSDOS archives 31.95 
Murdr Str.Bedfelo38.95 
Night Owl's 4.1 29.95 

Night Owl's 5.0 44.95 
Reasoning Skills 59.95 
Shakespear lllust. 29.95 
Shks Comp Wks 22.95 
Sherlock Holmes 29.95 
SH Consult Det. 43.95 
SH Hound Bskvl 43.95 
Sleeping Beauty 36.95 
Spanish, Learn 72.95 
Stellar 7 40.95 

Street Atlas (win) 72.95 
TimeTbl: /\rts &E 73.95 
TimeTbl Science 85.95 
Toolwks Ref Libr 98.95 
Ultima I - VI 82.95 
USA Faetbook 39.95 
USAYorld Atlas 86.95 
VGA Spectrum 29.95 
Vintage /VIoha 29.95 
WCI w/Msns 1&2 69.95 
WCI w/Ultima VI 69.95 
Wild Places 38.95 
Women Motion 43.95 
World View 29.95 

CDROM MPC 

American Vista 59.95 
Annabel's Dream 62.95 
Autodesk Expir 127.95 
Battle Chess 47.95 
Beethoven MM 59.95 
Composr Quest 69.95 
Dictnry.Children 43.95 
Elec.Ubrary Art 72.95 
Mammal encyc. 84.95 
MS Bookshelf 139.95 
MS Works (win) 134.95 
Spirit Excalibur 37.95 

CDROM caddy 8.95 
Caddy 3-pack 19.95 






• Gorgeous Playing Field 

• Clean and Simple 
Interface 

• 3 Difficulty Levels 


LIST OF BATTLES 


• Pegasus Bridge 

• Sicily 

• Guadalcanal 

• Kasserine Pass 

• Gafsa 

• Anzio 

• Utah Beach 

• Omaha Beach 


• Okinawa 

• Saipan 

• Gazala— Bir Hacheim 

• Iwo Jima 

• Arnheim 

• Oahu 

• Kharkov 


“The Perfect General” computer game is 
IBM PC and Amiga compatible. It can be 
obtained through your favorite retailer or 
ordered direct by calling: 
1-908-788-2799. 

© 1991 OOP and White Wolf Productions. All rights reserved. 
IBM is a trademark of International Business Machines. 

Amiga is a trademark of Commodore. 
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Andrew Visscher’s and Bruce Williams Zaccag nine's 




Quantum Quality Productions inc 


The greatest collection of 
solitaire games ever! In addition 
to the 105 individual games, 
there are tournaments, quests 
and cross country journeys for a 
lifetime of gaming entertainment. 
"Solitaire's Journey" ranges from 
the simple and easy all the way 
up to the strategic and 
challenging. 


105 SOLITAIRE GAMES 
(Most Of the world's best] 
TOURNAMENT PLAY 
(Set tournaments or create your own) 

4 INTRIGUING QUESTS. 

SEVERAL CROSS-COUNTRY TOURING 
COMPETITIONS. 

COMPLETE HISTORY AND OVERALL 
AVERAGES FOR EACH GAME 


The "Solitaire's Journey" computer 
game is IBM PC and soon to be 
Amiga compatible. It can be 
obtained through your favorite 
retailer or ordered direct by calling: 

1-908-788-2799 
©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 

Amiga is a trademark of Commordore. 
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More Tips on 
Winning “The Good 

War” 

Tactics for The Perfect General WWII Disk 

by Richard Savage 



[Ed: Last issue, Richard Savage out- 
lined the advantages for players who 
purchase the World War II scenario 
disk for The Perfect General and 
provided some tactical notes for the 
“Okinawa" scenario. This issue, he is- 
sues tactical advice for the “Gazala-Bir 
Hacheim" and "Anzio" scenarios.] 

Precision in the Desert 
(Gazala-Bir Hacheim) 

The Gazala-Bir Hacheim scenario is ten 
turns iong (14 turns when one piays the 
long game). After playing this scenario, 
everyone will know why Reid Marshal 
Erwin Rommel called this battle “The 
Cauldron.” Both sides receive large 
amounts of points for buying all the for- 
ces needed to get the job done, but just 
as in reai life, armor wiil predominate. 

The defender assumes the role of the 
British and receives 200 (250 in the long 
game) pMDints. The British may only pur- 
chase heavy tanks, reflecting the fact 
that, historicaliy, their tanks were Matil- 
das. These tanks were large and slow, 
but heavily armored. The attacker as- 
sumes the role of the Germans and 
receives 300 (350 in the long game) 
points and is restricted by not having any 
heavy tanks. The limitation to iight and 
medium tanks is supposed to represent 
the historical use of Panzer Ills and fVs 
that were prevalent In the desert at the 
time. They weren’t as heaviiy armored as 
the Matildas, but were faster and more 
maneuverable. By far the biggest bonus 
the German player receives, however, is 
the ability to buy self-prop)elled artiliery 
(which is denied to the British). 

The attacker sets up west of the defen- 
sive line. The victory condition for the at- 
tacker is simply to garrison one victory 
point objective. The defender sets up 
east of the defensive line and must 
defend 24 victory point cities, forts and 
airfields against the attacker's onslaught. 

The wise general will pay attention to 
the unique quality of the terrain in this 
scenario. Desert acts as clear terrain and 
does not restrict movement. Aiso, the 
book states that forts cost one-haif move- 
ment to enter, but this reviewer’s ex- 
perience has been that it takes the entire 
movement allowance of a unit to enter a 
fort. Further, QQP completely omitted 
the fact that barbed wire is present in this 
scenario and provides a major obstacle 
for the Germans to overcome, as well as 
costing one-half movement pxsint to 
move through. 

Weather also plays a major factor in 
this scenario. The first turn is a night 


turn, neither ailowing direct Tire nor move- 
ment next to enemy units. Also, there 
are a couple of turns of fog and rain that, 
of course, restrict visibiiity. There is no 
mention of this in the documentation. 

Tactical Considerations 

Attacker: The attacker wili have to be 
careful in making the initial purchases, 
as well as in piacement. While this is true 
in most games, it is perhaps more vitai 
here than in many others. The reason for 
this is that once one’s forces are com- 
mitted to a certain area, it is tough to 
change objectives because of the vast 
desert area depicted in this scenario. The 
German attacker wiil have to attack all 


along the line, if for no other reason than 
to knock out defensive strongpoints and 
replace the garrison units with offensive 
units in order to receive the victory 
points. Nevertheless, it will be necessary 
to concentrate on one point as the 
schwerpunkt (German for ‘stress point’) 
where the attacker intends to deliver the 
breakthrough. The book recommends 
starting a lot of units from the far south 
edge of the map, as Rommel historically 
did. This is not a bad idea, but can be 
countered by an astute British player. A 
breakthrough in the north is possible, 
with the use of engineers to remove 
mines or the unscrupulous deployment 
of infantry “mineblowers" (brave unthink- 
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The Book Store 


CGW Presents 



Chuck Yeager's Air Combat Handbook 

by Russell Sipe and Mike Weksler $18.95 U.S. $25.95 Can 

^ The first tik in our COMPUTER GAMING WORLD PRESENTS line 

Winning Strategies to all the missions. Campaign games for every 
player-fiyable aircraft (P-51, FW-190, F-86, MiC-15, Phantom II, 
MiC-21). Valuable performance charts for each aircraft. Extensive 
information from the designers of YAC. Exclusive interview with 
Chuck Yeager. 

The SimEarth Bible 

by johnny L. Wilson Osborne-McGraw Hill $14.95 

I salute Johnny Wilson for giving us a new kind of book about the earth 
and the terrestrial planets. . James Lovelock 

The SimEarth Bible is a winning strategy guide to SimEarth, as well as 
a fact-filled guide to Earth sciences and theories of the balance of life 
on the planet. Wilson discusses the common mistakes you may be 
tempted to make and encourages you to examine new approaches to 
planetary problem solving. 






Now Available — Sid Meier's Civilization or 
Rome on 640K a Day. Just $18.95 plus $1.37 
tax and $3.50 shipping and handling. The 
book's more than 375 pages include: 

• 100 charts covering every technological ad- 
vance showing how the game works. 

• 24 original tables and 22 specific formulae 
showing how the game works. 

• 20 tactics, tips and techniques for winning 
battles and wars. 



The OfHcial Guide To Sid Meier’s Raiiroad Tycoon 

by Russell Sipe COMPUTE Books $12.95 U.S. $16.50 

The best book on Railroad Tycoon. If you love Railroad Tycoon get 
Russell Sipes book. . jerry Pournelle, BYTE Magazine 

Sipe's book will add immeasurably to your enjoyment of Railroad 
Tycoon. _ gjopiro, PC Games Magazine 

Here are just a few of the things you'll learn: get the answers to 
puzzling economic forces in the game; learn to defeat each of the 
tycoons; manupulate the stock market to your advantage; and learn 
optimal building and survey techniques. 


The SimCity PLANNING COMMISSION HANDBOOK 
by Johnny L. Wilson Osborne McGraw-Hill $14.95 


Each time we read this book we learned something, because it 

explains the theory behind the game and doesn't just list 

one-two-three hints. c-tad-t 

- START Magazine 


Reading the draft for The Sim City Planning Commission 
Handbook has been quite educational and entertaining for me, 
but also strangely familiar, as I go through the discovery process 
once again. _ ^ynght, designer of SimCity 


• 17 ways to "cheat." 

• Warped wit to match historical wisdom. 





Use order form in center of magazine to order books 


) 
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ing souls who march onto mines for the 
greater good of their country). Wherever 
one chooses to make the assault, it is ad- 
visable to make sure that the majority of 
self-prop)elled artillery and reconnais- 
sance cars are easily accessible. One will 
have to “saturate’ the area at which the 
player intends to make the breakthrough 
with a heavy concentration of artiilery, 
and use the recon cars to go like the 
devil toward the heavy artillery that the 
British player is sure to have placed as 
far to the east as possible. One last word 
of caution: the desert is a big place, so 
one should try to make one’s move- 
ments as unpredictable as possible. Head- 
ing in a straight line is sure to engender 
a “wall of fire” created by three or four 
heavy artillery barrages placed by the 
British on the previous turn. Keep the 
defender guessing, and use speed and ar- 
mored mobility to its fullest. 

Defender: The British player should 
put bazookas on all the fortress hexes 
facing the German front line. Make the 
German pay for every one of them, even 
if it means only weakening a medium 
tank by 33%. Mines are a very important 
part of the British defense and five or six 
strategically placed mines along the 
coast are a must. I\it two mines on the 
northernmost part of the map and place 
one on the main coast road running to 
the cities to be defended. One should 
make sure that the mine blocks the 
whole road, so nothing can get around it. 
There should be sea on one side, and un- 
climbable escarpment on the other. One 
should purchase four heavy artillery units 
and place them in the rearmost town 
hexes — with one out in the open, but 
sheltered by escarpment. One should pur- 
chase plenty of heavy tanks and place 
one in the Bir-Hacheim box. This will 
usually be enough for the defender to 
blow two or three light German tanks sky- 
high. Rnally, from the Bir-Hacheim box 
down to the southernmost edge of the 


map, one should place an infantry or 
bazooka unit in every other hex. This will 
stop the German from making a big 
breakthrough on the first night turn. All 
of these units will be destroyed during 
the following morning turn, but they 
should be worth the sacrifice. Later, when 
reinforcements become available, one 
can always analyze the situation and pur- 
chase units that are custom-fit to the cur- 
rent needs. For example, if the Germans 
have broken through, eight heavy tanks, 
appearing at the right place, might turn 
the tide. Remember, as the defender, 
one’s entire philosophy should be delay, 
delay, delay. 



Victory by the “Boot”straps 
(Anzio) 

The Anzio scenario is 12 turns long (16 
turns long game). In this reviewer’s 
opinion, this is the biggest map of all the 
scenarios. It is also unique in that both 
players are playing offense and defense 
at the same time. For the German 
player, it is a game of desperately trying 
to hold off the Allied forces driving up 
from Cassino, while simultaneously trying 
to push the Allied forces in the Anzio 
beachhead back into the sea. For the Al- 
lies, the exact opposite applies. Anzio 


COMPUTER GAMES + 


the widest selection of computer 
PC - ST - Amiga game software. . . & lowest prices! 

Sega - Neo Geo - Lynx 

Phone Orders Welcome 1839 E. Chapman Ave 

(714) 639-8189 Orange, CA 92667 


tremendous stock of imported games and magazines for all formats 


must be held, at all costs, until the “caval- 
ry” arrives from Cassino to hook up with 
them and drive on to Rome. This makes 
for a perfect gaming situation and this 
reviewer believes that it will be the most 
played and discussed of all the scenarios 
in the WWII Battleset. 

In the Anzio scenario, the Allies, as the 
attackers, receive 200 (in either game) 
points for placement east of the Gustav 
Line and an additional 100 points within 
the Anzio beachhead. Meanwhile, the 
defenders, the Germans, set up in the 
remainder of the map, with 27 victory 
points in the set-up area. 

To make things even more challenging, 
the attacker receives 20 additional points 
per turn along the eastern and southern 
map edges, as well as an additional 1 0 
points p)er game turn at Anzio, as long as 
it is held. The defender recoups 20 
points per turn in Rome. 

Tactical Considerations 

The German player has to walk a fine 
line between offense and defense. He has 
to commit enough forces to delaying the 
Allied player driving up from Rome, while 
retaining enough units in Rome to push 
straight into Anzio. This scenario will 
probably have to be played a few times 
before the “perfect” combination of of- 
fense and defense can be 
choreographed. Just remember to use 
mines wisely to stall the Allied player 
coming up from Cassino. A few well- 
placed light artillery units can also dis- 
rupt the roads and destroy key bridges, 
forcing the Allied player to waste pre- 
cious time. Just remember that the 
longer the Allied player takes to break 
through, the better chance the Germans 
have to capture Anzio. 

The key for the defending player is 
Anzio. He must hold onto it for even a 
chance of victory. Mines should be laid 
at the river crossing to the north and 
every town and clump of trees should 
hide a light tank or bazooka team. A 
heavy artillery unit is expensive, but posi- 
tioned in Anzio itself, often can hold the 
enemy at bay long enough for reinforce- 
ments to arrive. Remember that the 
defender gets 10 p>oints of reinforce- 
ments p)er turn at Anzio. A good tactic is 
to use six of these on two light tanks and 
then, next turn, with fourteen points ac- 
cumulated, one can buy a self-propelled 
artillery unit. If the player thinks he has a 
good enough defense to keep the Ger- 
mans from driving south from Rome, he 
can then assemble a small force to drive 
along the coast to meet up with the Al- 
lied units driving up from Cassino. cow 
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MICRO! 


SIMULATION 

A-10 Tank Killer (Dynamix) (T) 
*Acea otihe Pacific (Dynamix) 
F.tS il (Hicroprose) (T) 

Dasail Storm disk 
F>1l7A Nighthawk (Microprose) 
Sunship 2000 (Microprose) 
’Heros of 357th (EA) 


< Middle East Missions 
Red Baron (Dynamix) (T) 

Secret Wpns of Luftwaffe (Lucas) (T) 
P>38 Expansion disk (T) 

P>80 Expansion disk (T) 
fHe-162 Expansion disk 
'Strike Commander (Origin) 

Wing Commander (Origin) (T) 

Secret Missions 1 or 2 
Wing Commander ll (Origin) 
well Mission disk 
Yeager’s Air Combat (EA) (T) 


PLAYERS’ 


AMES 


STAR TREK 
25TH ANNIVERSARY 
Interplay’s combination 3D 
space flight simulator and 
role-playing adventure 
allovirs you to pilot the 
Enterprise in gripping, fast- 
action combat, or beam 
planetside for a wide variety 
of intriguing adventures. 
This one will have Trekkies 
beaming! 

$36 


STHATEGY 

Bandil Kings of China (Koeii 
Castles (interplay) IT) 

Northern Campaign iT) 

'Celtic Legends (UBI) 

Civilization (Micropio-.e) iT) 

Genghis Khan (Koei) 

L'Empereur (Koei) 

'Liberty or Death (Koei) 

'Kingdoms of England II 
Nobunaga 2 (Koei) 

'Powermonger (EA) 

RB Tycoon (Microprose) (T) 

Reach for the Stars (SSG) (T) 

Romance 3 Kingdoms 2 (Koei) 

Rules of Engagement (Mindcraft) 

'Siege (Mindcraft) 

SimAnt (Maxis) (T) 

SimCity (Maxis) (T) 

Graphics - Ancient or Future (T) 
Terrain Editor 
SimEarth (Maxis) (T) 

SPORTS 

Ail Amer College Football (Microsports) 
Bo Jackson Baseball (Data East) (T) 
'Car & Driver (EA) 

Ditka Ultimate Football (Accolade) 
Gretzky Hockey II (Bethesda) 

LaRussa Baseball (SSI) 

Links (Access) 

Course disks ea. 

'Madden Football II (EA) 

'Michael Jordan (EA) 

Microleague Football-Coaches Chall 
'NIcklaus Golf: Signature Edition 
NFL Pro League Football (Mirrosports) 
PGA Tour Golf (EA) (T) 

Course disk 

Playmaker Football (Broderbund) (T) 
Pro Tennis Tour (EA) 

Weaver Baseball II (EA) 

1990 Players- Managers 
Commissioners Disk 
Winter Challenge (Accolade) 


WESTERN FRONT 
The most detailed 
computer simulation of the 
Allied invasion of Europe 
ever! Game features 
include: weather, politics, 
supply, strategic and 
tactical bombing, variable 
amphibious landing and 
paradrop zones, more. 
Division-level strategic 
combat. Corps-level 
entertainment! $39 


WARGAMES 

Action Stations v3.2 (Raw) 
Scenario disk 

American Civil War, Vols. 1-3 (SSG) 
Battles of Napoleon (SSI) 

Blifzkrieg Ardennes (RAW) 

'Carriers at War (SSG) 

'Carrier Strike (SSI) 

Command HO (Microplay) (T) 
Conflict: Middle East (SSI) 

'Global Conquest (Microplay) 

Halls of Montezuma (SSG) (T) 
Harpoon (360) (T) 

Mediterranean Set (T) 

Indian Ocean/Persian Gulf (T) 
Scenario Editor (T) 

Challenger Pack (T) 

Confifet Korea (SSI) 

Lost Admiral (OOP) 

: MacArthur's War (SSG) 

No Greater Glory (SSI) 
ssRanzer Battles (SSG) (T) 

•Patriot (Three-Sixty) 

::Pafton Strikes Back (Broderbund) 
s Perfect General (OOP) 

WWII Scenario disk 
Rommel (SSG) (T) 

‘Third Reich (Avalon Hill) 

Western Front (SSI) 

White Death (RAW) A 


PLAYOtS’ pace 

GAMES S rrttt 

•OV Monthly Newsletter 
with every order! 

Our customers are raving about 
GamePlay! And why shouldn't they? 
y Each monthly issue features reviews, game 
descriptions, fuli iBM system requirements, 
monthiy specials, our own Players' Picks, and 
other items directiy pertaining to the worid of 
computer gaming. Find out what our loyal 
customers already know. Call for your FREE 
complimentary issue today! 


Mon-Fri 10 am-9 pm; Sat 10 am-6 pm 

To order by phone, use MasterCard or VISA. 

To order by mail, send check or money order to: 
PLAYERS’ GAMES, 12 Metric Rd., Iowa City, lA 52240. 
Iowa residents add 4% sales tax. UPS $4 (AK‘& HI $9) COO 
add $4. Canada $5. 2nd day air $6.50. Same day shipping 
depending upon availability. Prices subject to change. For 
release dates and other business, call:319/351-5396. 
HAPPY GAMING! 
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WARLORDS 
This fantastic 8-player 
strategy game allows you 
to battle dwarves, giants, 
demons & devils for 
control of a huge 80-city 
continent. Explore ruins & 
temples; conquer cities to 
produce infantry, navies, 
cavalry, archers. CGW’s 
•‘Wargame of the Year ’’ and 
one of the best computer 
games currently available. 

S32 


ROLE-PLAyiNG/ADVENTURE 

Bprtfebf the Cosmic Forge (SirTech) 

Bard's Cohslructlort (futeq^y) (T) 

Btoodwych (Konemi) 

Csafleef Or. Bratn (Sierra) 

‘Crusaders of Dark Savant (SirTech) 
‘Derkfarids (Microprose) 

'Dune (Virgin) TE 

Etfdra li (Accoiade) 
i Bye of the Beholder ii (SSi) 

Free D.C. (Cinepiay) 

Gateway Savage Frontier (SSi) (T) 

Hyperspeed (Microprose (T) 

'indy Jones: Fate of Atlantis (Lucas) 

King's Quest V-CD ROM (Sierra) 

Leisure Suit Larry V (Sierra) 

Les Manley: Lost in L.A. (Accoiade) 

Magic Candle II (Mindcraft) (T) 

Martian Dreams (Origins) (T) 

Martian Memorandum (Access) 

Matrix Cubed (SSI) 

Might & Magic III (NewWorld) (T) 

Obitus (Psygnosis) (T) 

'Planet's Edge (NewWorld) 

Pools of Darkness (SSI) (T) 

Secret Monkey Island II (Lucas) 

Shadow Sorcerer (SSI) (T) 

Spellcasting 201 (Legend) 

Star Trek (Interplay) (T) 

'Tales of Magic (SSi) 

•Treasures of Savage Frontier (SSI) 

Twilight 2000 (Paragon) 

'Two Towers (Interplay) 

Uttima VI (Origin) (T) 

'Uttimo Vlt (Origin) 

•littfma Underwoiid (Origin) 

Utichailed Wafers (Koei) 

Hundreds ofUtte$dv$Uable! 

*Reiea6e Pending 

{T} includes Tandy IS-coior graphics 


ALL-AMERICAN COLLEGE 
FOOTBALL 

From Microsports, creators of 
NFL Pro League Football, 
comes the most detailed 
college football game ever 
designed. Over 80 schools are 
represented (’89 &’90 teams). 
Game features Include: 
animated, uniformed players; 
League, Head Up, and True 
Modem Play; Stats Compiler; 
League Leaders; National 
Rankings, morel $39 


Circle Reader Service #68 





Review 


Ships, Scenarios 
and Utilities 


More Action Stations! Fun 

by Bob Proctor 



TITLE: 

Action Stations! Scenario 

SYSTEM: 

Amiga (V. 3.2), IBM 

PROTEaiON: 

Nor>e 

PRICE: 

$21.95 

DESIGNER: 

Alan Zimm 

PUBLISHER: 

RAW Entertainment 
League City, TX 


I n an age of increasing speciaiization, 

Action Stations! (AS) is an exampie 
of a highly specialized wargame. it 
simulates naval surface combat — no 
submarines and no airplanes, just guns 
and torpedoes. Within that narrow 
scope, it has wonderful variety and a 
wealth of detail. Dates range from 1920 
to 1945; ships range from PT boats to 
super battleships; guns are rated for accuracy and rate of fire, in 
addition, damage control, national differences, fatigue and crew 
experience are all taken into account. 


In this reviewer’s opinion, no other game handles the limited in- 
telligence of a sea battle as well as AS. All of the visibility calcula- 
tions — reckoning target size and range with adjustments for 
radar, darkness, smoke and squalls — are handled by the com- 
puter. One sees only what the on-ship lookouts could be ex- 
pected to see. Hence, the use of searchlight and starshell is criti- 
cal in night battles. 


AS has been around for a while and has a loyal following. This 
is not a review of the basic game but of the two-disk expansion 
module from RAW Entertainment. It adds something for every 
AS devotee. Those who just like to replay history will find 13 new 
scenarios to try. All of them are interesting from both sides, even 
played solitaire. For those who like random encounters, there is 
a new version of the GENERATE program. Even more significant- 
ly, those who like to create their own scenarios will find 28 new 
ship classes. This is particularly welcome as there is no utility to 
create ships. As a bonus, 3 French battleships and the Hood, all 
of which appeared in AS with minor data errors, are included 
here in corrected form. 


The New Scenarios 

Historical battles: 

Mers-ei-Kabir — BB vs. BB, day. After the fall of France in 
1940, the French fleet escapes to North Africa. The British, afraid 
the French ships will fall into German hands, attack them in the 
harbor. 

Cape St. George — DD vs. DD, night. A delightful tussle in The 
Solomons; five (JS DDs intercept a Tokyo Express of 5 DDs. The 
victory tends to be decisive but with an equal chance to go either 
way. The (JSN wins easily with the right combination of radar, 
starshell and gunnery; the UN wins easily if they can get hits 
with their Long Lance torp)edoes. 


The Bay of Biscay — CL vs. DD, day. Two British light cruisers 
against 1 1 German destroyers. The action takes place in 1943 
and in very rough weather. The larger ships make better gun 
platforms in the rough seas, but they had better not let the 
swarm of bees get too close! 

Surigao Strait — BB vs. BB, night. The southern UN force 
wanders into an ambush! This is a lopsided battle, tough for the 
UN to win. it makes a good intro for a beginner learning to hand- 
le lots of ships (take the US) or as a solitaire challenge for a very 
experienced player (take the UN and try to reach Leyte Gulf). 

Hypothetical Battles That Could Have Happened 

North Atiantic Sweep — BB vs. BB, day. Very early in WW2, a 
combined British/French force with the Hood and the Dunker- 
que search for a raider force including the Scharnhorst and 
Gneisenau. 

Java Sea — CA vs. CA, day. A variation on the Java Sea 
scenario that comes with AS. One can see what might have haf> 
pened if the Houston and Perth had no prior damage and if the 
Allied deployment was improved. 

ABDA Strikes Gold — CA vs. CA, day. A hypothetical scenario 
set in early 1 942. The combined American-British-Dutch- 
Australian fleet (basically the same ships as in Java Sea) 
surprises a Japanese amphibious force while an invasion is in 
progress! The UN covering force is more powerful but is scat- 
tered at first. 

Operation Domino — BB vs. BB, day. A could-have-been battle 
off the coast of Norway in 1943, the Scharnhorst, with cruisers 
and DDs, tries to slip north while the Renown, with cruisers and 
DDs, is out looking for her. 

Samar / — BB vs. BB, day. This scenario supposes that Halsey 
detached six BBs to intercept Kurita’s force before it can reach 
Leyte Gulf. Pits the Iowa and the Hew Jersey against the 
Yamato and Hagatoi 

Samar II — BB vs. BB, day. Another variation supposes that 
the six old BBs from Surigao Strait have to intercept Kurita’s 
force; they are low on ammo from the battle the previous night. 

Hypothetical Battles In Alternate Universes 

Great Pacific War — BB vs. BB, day. What if there never had 
been a Washington Naval Treaty and the US had gone to war 
with Japan in 1932? This is a chance to experience a major fleet 
action before carriers, a Jutland in the Pacific! There are many 
classes of ships (like the Lexington class battle cruisers) that 
were never built because of the treaty. 

North Sea — BB vs. BB, day. WW2 is delayed five years and 
the German navy is able to complete more of its construction 
program of super-BismarcksI Now it’s 1945 and 10 German BBs 
meet 16 British BBs for control of the North Sea. 

Black Sea Invasion — BB vs. BB, day. WW2 begins with the 
German attack on Russia somewhere around 1944 or 45. The 
Bismarck and three improved fxjcket battleships protect an in- 
vasion fleet from the Russian Black Sea force. 

The New Utilities 

ADD-SWAP is a quick and easy way to modify existing scen- 
arios. It allows one to add or delete ships to a scenario or to sub- 
stitute one class of ship for another. It is a simple and quick way 
to get a little variety. For example, if the gamer desires to see 
what might have happened if the Germans had completed one of 
their super-battleships and sent it into the Atlantic, it is possible 
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to modify the ‘Battle of the Denmark Straits* scenario, replacing 
the Bismarck with an H-44 and replacing the Hood and Prince 
of Waies with King George V or even the Vanguard. Be sure to 
replace the PoW, even though it is already a KGV class, because 
its crew quality and reliability are greatly degraded in the Den- 
mark Straits battle to reflect its unfinished state in 1941. 

GEN33 is a replacement for the GENERATE program that 


came with AS. This program lets the player specify two 
nationalities and then build a scenario drawing ships at random. 
The size of the fleets and other variables are completely cus- 
tomizable. GEN33 works just like the original except it allows 
one to select a fleet data file for each side, instead of always 
using the data file used by the scenarios. 

The third new utility is DDFGEN33, which creates the fleet data 
files used by GEN33. One can have up to 26 fleets, 
designated A to Z. Using this utility, it is possible to 
create fleets for a single nation or for several nations 
in a specific period. For example, one could build 
files for the (ISN and UN as of June 1942, so that 
there will not be any 1925 battlecruisers or “super- 
Yamato" typ>es appearing. Or, one could build files 
for the navies of 1937 as they might have been with 
no treaty limitations and not get any WW2 designs. 
One could even create the French Reet of 1928 with 
German ships received as reparations for WWl and 
pitting them against the Italians. 

Debrieflng 

No matter how much one enjoys the basic Action 
Stations! program, this new module offers something 
to extend every wargamer’s enjoyment of the 
product. It does not improve the graphics quality or 
the user interface of the original, though; for that 
gamers will have to wait for Fleet Commander, now 
in development. At least wargamers have something 
to entertain them during the wait! oaw 


New Ship* 

USN 

UN 

RN 

Kriegsmarine 

BB 

Mississippi^ 

Tennessee^^ 

Tennessee^’* 

IV.23.W 

Oiuari^'® 

S€5^’® 

Super Yamato^ 

Uoi^ 

Vanguard'® 

Incomparable 

Renown 

H44^''® 

Cruiser-P'^ 

BC 



BC-1921'' 

St Andreiu®’'® 
Courageous^^ 
Furious'^^^ 


CA 

Baltimore 
Des Moines 
Wichita 

Furutaka^’^ 

NachP® 

Mogami^ 

Surrey 


CL 



Dido'* 


DD 

Sumner 

Fubuk^-^ 

Hunt'^ 



*Used in Sutigao Strait ^Pre-Pearl Harbor. ^Used in 1932 scenario. ^Post-Pearl 
Harbor. ®1920s design. ®Never built. ^20-inch guns. ®As originally built. ®As 
modified with fljght deck in 1944. *°Late WW2 design. "Canceled by treaty. 
"WWI class. '^As designed. ’^As modified in 1942. '^Later modifications. 
^^Super-Bismarck, "improved pocket battleship. 


THE GAMING 

EXPEmENCE...(so far) 

Imagine a game in which you get 50 or 1 00 friends to join. Where multi-level rules are revealed gradually 
as you play. Where each player gets customized reports which only (s)he can see as the game develops. 
Where you have a non-player full-time gamemaster running the event for your convenience. 

Now imagine you can choose between over 1 50 games like that. 

Now stop imagining. It’s reality. 

In America today, over 150 games are run by mail and modem for dozens, hundreds or even thousands 
of players all over the country (and Europe too). Themes range from far-flung galactic empires via savage 
civil wars through individual fantasy adventures to sports. 

FLAGSHIP is the leading international magazine of play-by-mail/modem gaming. We’d like to be your 
guide to the amazing dimensions of this expanding hobby, and we’ve a special offer for CGW readers. For 
just $1 9.99 we offer you (a) a trial 4-issue subscription to FLAGSHIP and (b) a coupon giving the right to 
$20 of credit in ANY of 14 great PBM games (only condition; you’ve not played with that particular 
gamemaster before). AND we’ll refund your $19.99 if you let us know within one month that you were 
disappointed! (You still get to use the coupon.) 

To try it, just send $19.99 to Flagship, CGW offer, PO Box 3086, Ashland, OR 97520. 
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Opponents Wanted 


Reach Out and Crush 


T hose wishing to piece their own (free) eds need 

only send us a postcard (or use the Notes section 
of ^ reader response card), letter, FAX or & 
Mail, etc. Generally, we run town wily once, so send 
anotoer to keep your rMme UstedI Tlw ads thenuelves 
should serve as reasonable examples as to how to write 
your own. However, 

• IrKlude a brief description of toe types of opponents 
and games you are interested In playirtg. Games being 
play^ otoer than *<firect by modem* can be Usted (trad- 
irig save game disks, meeting on a BBS service or even 
face-to^ace). 

# At least one (possibly nrwre) tdephone number(s) 
must be irtcKid^. Do not foraet the area code arid men- 
tion whether they are Home, Work or Modem numbers. 

# Include your city and state so that people who call you 
will both: a) have e due as to what lime zone you are In 
and b) recognize tt when they see it on their phone bill. 

We reserve the right to edit aB Opponents Wanted ads 
to our standards of taste. 

Networks 

The Sierra Networli from Sierra On-Une brings 
people together *Just for the frin of tt.* For a flat fee of 
$1 1.95 per month with unlimited usage, players gather to 
meet and play (or watch others play ar^ *Juat kibitz* 
during) reaMime games of cribbage, hearts, chess, check- 
ers, backgammon and bridge. Using an Int^ace anyone 
could learn with no instruction stoatsoever and featuring 
the quality gamers have come to expect from Sierra, this 
network Is worto exploring. Thlsjust added: multi- 
player, on-line Red Baron and rani Ball (additional fee 
required for these games). For more Information, caB 
(800) SiERRA-1. 

Attention Cartadlarwi The 8C1ZY information system 
has added a comprehensive plavby-mail section to their 
network. With Cr^ RusseO In charM of this new section, 
players can day PBM games, dowrdoad special sdtware 
to facilitate PBM play and exchange information wito 
other PBM gamers, ror further irdwmation, contact 
Saraka Chobot (VP of Marketing) at W-(604) 439-131 1. 

Join toe Summit Games Network, the first network 
to feature *multUasklng.* This urUque element allows a 
member to perform four hmctions at once plus upload 
artd download files simultarteously through a nrtenu-driven 
interface. This is an entire network dedicated to games 
only] Role-^ying, adventure and wargames for commer^ 
dal, shareware arui public-domain releases are featured. 
Direct gannes supped from such companies as TSR, IrK., 
Origin arul Lucasfflm Games. For more Information, call 
W-(800) 955-9957 or MK915) 672-2810 (7. even. 1 stop 


bit). IBM or compatibles only (with a Hayes-compatible 
mr^m). 

CompuServe is the first intematioruil information sys- 
tem to offer toree unique services specifically for modem 
gamers: 

Modem Games Forum (sm): Discussing any and all 
aspects of games that support modem play, the Forum 
features an electrcxtic bull^n board for message cor- 
respmideiKe, data libraries for file exchange, and con- 
feret>ce rooms for real- time interactive discussions. Type: 
GOMODCMGAMES. 

Challenge Board (am): A directory of modem game 
players, partldpants profile themsdves so other gamers 
can sear^ for them as opponents for most commercial, 
public domain, ai>d shareware games that support the 
play-by-modem feature. Type: GO CHALLENGE. 

MTM Lobby (sm) features Or>’line Playing: This new 
service allows players to connect thdr modenxapable 
games to opponents directly through the Compu^rve 
network. Thus, players can conrtect to international op- 
ponents for no more than the price of a standard domes- 
tic long-distance phone call. Also, both players can main- 
tain anonymity since neither party needs to give out his 
phone number to connect, and each has the opportunity 
to choose from hundreds of potential opponents. Type: 
GOMTMLOBBY. 

if you are rtot currently a CompuServe subscriber, you 
can join by calling (800) 848-8199 and mentioning that 
you are interested In Mc^m Gamli>g. 

Aanouadiig: a new loumamenti CompuServe is 
hosting a Computer Wargaming World and Mlcroproae 
sponsored touman>ent of Global Conquest, ft win m 
open to all who have Joined the Compu^rve Modem 
Games Forum arKi will be held around the beginning of 
Jurte 1992. Interested players should post Sara Howard 
(OS address: 76702,543) In the Modem Games Forum, 
Section 6 (*Strategy/Cor)quest*) for more information. 
Prizes were stlD to be detained at press time. 

Bulletin Board Systems 

The magrUficent Castle of Tyme welcomes all fantasy 
adventure gamers to call (206) 277-5489 In Bellevue, WA 
to experience an exciting arcade/adventure BBS. Buy 
equipment from user-owned shops, duke it out in a bar- 
room brawl, fight rartoom battles along toe roads or die 
flerirtgl Spells and statistics are record^ automatically oiv 
Une. up with companions to form stronger parties 
and advance in leveb (In spite of it all...). —Eric Newman 

Tbimdasbo lt l BBS In Chicago, IL now offers orv41ne 
entertainmmt with Poker, Bfarftfarir, Bingo, QalmcUc 


Someone 


Empire, Zorgon, Oiieef for Magic, The Arena and 
Flash Games (*^e Next Generation* of (M>-linc 
gaming). May RPGs with On-Une multi-sided dicel Eric 
Spanitz, SYSOP. Modem settings 6-N-l, 300/1200/2400. 
Phone (312) 2484822. 

The Reelni of Chsios BBS seeks contestants for F-29 
ReiaUator. Files, Messages bases and ort-Une games 
available. Currently running Triegard 2.7 365 ^ys a 
year. Located in tlw heart ^ Chicago, IL and operating 
two nodes: (312) 271-2558 and (312) 2254703. 

Opponents wanted for XSHIP, a space conquest 
straU^ game. The game to played via BBS with two to 
ten players per ganw. Game turns update as fast as the 
^yers take their turns. For more Information, call the 
Battlefield BBS in North Babylon, NY at (516) 669- 
0522 300/1 200/2400 8-N-l . 

Call the Missile BUo BBS. Contestants wanted for 
ComjRjuMf HQ, P-29 Retaliator arKi many others. Tour- 
naments to be held soon, ^les, message base arul (soon 
to come) on-line games. Running on Telegard 2.5 7 days 
a week, 24 hours a day. Located in Skokie, IL outside of 
Chicago. CaU (708) 581-1735. Mention this ad in CGW 
for fM^ssle access vaUdation. 

Hatpoon Users Unite! The Harpoon Users' Group 
(HUG) Invites you to join the ranks of Its members. HUG 
publishes the quarter^ newsletter C^, which features a^ 
tides on design tips, game strategy artd tactics, weapons 
platform Informaten, Harpoon p^uct development and 
much more. HUG also operates the Harpoon Scenario 
Warehouse BBS wherein members have access to 
hundreds of user-created Harpoon scerMrios. Our BBS 
can be reached at (718) 746-7466. Irtformatlon on joining 
HUG to available on toe BBS or by sending a stamped, 
self-addressed envelope to our rtew address at HUG, P.O. 
Box 5138, Bryan, TX 77805-5138. 

Wargamers Addicted to Strategic Play (*WASP*) invites 
you to caB the Wizard's Tower BBS, home of the 
Modem Warriors. Tournaments and opponents for Com- 
mand HQ, Modem Wars, 688 Attaidc Sub, ICn^hts of 
the Sky and more. Find an opponent at (901) 757-271 1 
(2400,8,N,1), which to the Memphis, TN area. Mention 
this ad In CGW artd get access to the WASP message 
basel 

The ImperluiB BBS to loddng for modem gamers like 
youl Tournaments are run for Knights of the Sky, Com- 
mand HQ, The Pvfect Genermt and Ofobai Conquest 
(just to ttame a few!). We have orv4ine games, message 
l^ses sikI 3 gigs of files, too. Call <me of our three nodes 
in Middleton, NJ at either 1200/2400 (908) 7060342; 
9600 V J2 (906) 7060305; HST Dual Stondard 38.4 
(908) 7060321. 


Individuals by Area Code 

Seeking opponntts for The Perfect General or Flight 
Sim. Call Peter Clift In Beflevue, WA at H-(206) 562-0697. 

Modem opporrants sought for Command HQ. Inter- 
ested in any arKi all challengers. CaB Joe Bdnlck In Los 
Angeles. CA at H-(213) 933-5035 or W-(310) 277-2514. 

Thefr Finest Hoar pilots are needed to Join others in 
the Washington, DC area. Contact Charlie K. at 14706 
WUkHjghby Road. Upper Marlboro, MD 20772 or call H- 
(301) 627-3741. No modem. 

Modem opponents wanted for Falcon 3.0 aiul 668 At- 
tack Sub. Mease caB Howard In Dearborn, Ml [48126] at 
H^313) 5846272 or W-<313) 547-1331 xt472. or leave e- 
m^l on GEnie at* HJtLANNl. I'm waiting to hear from 
youl 

Indianapolto, IN area gamers sought for modem play. 
Currently Involved In Knights of the Sky, The Perfect 
General, Command HQ sikI others. CaB H-(317) 786 
0977 arKi ask for John Busche or leave a message. 

Modem opponents sought In the liMfiartapolto, IN area. I 
am interested in Command HQ, The Perfect General 
or any similar type of game. CaU John at H-(317) 786 
1718orW-(317) 2654934. 

WiU play CbnuMJid IfQ, Red Baron or 688 Attack 
Sub via modem or foceto^toce. 1 also play board games. 
See you on the batttefield. Contact Ken Guest at 10023 
SouUuldge Drive, Oklahoma Qty, OK 731^ or caU H- 
(405) 692-2846. 

Modem opponents wanted for ftl^t aims or any 
stimulating game. I am a computer slm buff and would 
like to meet other who enjoy computer sinu. Locals (San 
Jose, CA) are prefened. Call Tim at H-(408) 3950963. 

Seeking a play-by-mall opponent for S ec on d FVoni, 


^ml^ verskxi. CaU Jeff In LoutovUle, KY at H-(502) 499- 

Seeklng to trade custonrvbullt C-64 or Amiga scenarios 
for Warship, Overrun, Typhoon of Steel, Battles of 
N apoleo n , Action Stations! and Harpoon. Call Ted in 
Salem, OR at H-(503) 364-9101. 

Local opponents wanted In the Providence, RI area for 
Knights of the Slw modem play. I can be reached on 
GEnie [D.BAR1L1J, CompuServe (735273240) and on 
the Ease’s Nest BBS (401 ) 732-5292, or caU Dave Baril 
at W-(508) 559-1000 x^725 between S.’OOam and 
430pm Eastern Time. 

Modem and face-to-face opponents wanted for Empire, 
The Perfect Oonarai, Populous, Powermonger, etc. 
CaU Gold In Kitchener, Ontorio, Canada at H-(519) 896 
0306. 

Veteran modem warrior seeks opponents for the fottow- 
ing: Global Conquest, Command HQ, ThePerfect 
G en e ral and Modem Wars. I am available nrK>st nights 
after 9pm Eastern Time at H-(716) 4653282. 1 can also 
be reached on CompuServe [70172,1425]. 

Worthy o^>onents wanted for The Perfect General, 
Commarkd HQ, Knights of the Sky, etc. If you live In 
the New York, NY area, caU Peter at FH718) &37-1302. 

Opportents wanted for Command HQ. CaU Shanrton 
Hill In Lubbock, TX at H-(806) 792-6064. 

Looking for Command HQ aiKl Global Conquest 
players across the U.S. I have a data service which lets 
me caU 43 major dtlea. CaU me anytime ar>d we'U see if 
you’re In one of theml Ask for David Wolverton of Rich- 
mond, VA at K<804) 379-5545. 

Tkalr Finest Hour pUots are asked to share toeir mis- 
sion ei^erlences with Charlie K. In Washington D.C. area 
at 14706 Willoughby Road, Upper Mariboro, MD 20772; 
or caU H-(301) 627-3741. No modem. 


Modem opportents wanted for NFL Pro Foot- 

ball and Falcon 3.0. CaU Rartdy Quintarui in Denver, 

CO at K^303) 9762925. 

Local opponents wanted for The Perfect General 
Please call Patrick In Syracuse area of NY at H-(315) 682- 
5816. 

Modem opponents wanted for The Pvfed General, 
Command HQ, Falcon 3.0, Modem Wars and other 
games. Please contact Jim Garrett in San Diego, CA at H- 
(619) 587-0648. 

Flight simulation combat opponents wanted. 1 have 
most of the currently available simulators. If I don't have 
the orte you want to play, TU get Itl. I am an avid flight 
simulator buff and would Uke to meet other with a like lr>- 
terest CaB W.C. *Boa* Hudson in Orange, CA at H-(714) 
744-5040. Please leave a ntessage If I'm not there. 

Opponents wanted for FalooM 3.0 and Tito Perfect 
G enera l I’m available on CompuServe [703243627] or 
America On-UrM [NovaDB]. CaU Dean in Laurel, MD at H- 
(301) 317-9293 or In Alexandria, VA at W-(703) 7396855. 

Looking for opponents to modem with in the Houston, 
TX area. WUl play Tito Perfect General, Armor Alley, 
Falcon 3.0 and others. Ask for Alan at H-(713) 772-9519 
or W-<713) 451-9600. 

Pro League Football opponetris wanted. CaB Gene In 
Queens. NY at H-(718) 7230018. Also Interested In Fal- 
con 3.0. Leave a message for a quidc reply. See you on 
the tuifl 

I would Uke to find other to trade BatUes of Hapoleon 
scettario aditor creations for the C-64. Also Rules of 
EngagemmU, Leglonttairs Interceptor and Breach 2 
for the Amiga. Am seeklitg feUow gamers who enjoy 
creating as mu^ as they do pl^ngt Please, contact 
Andy /^derson at 198 W. PUler Meclse, bmgview, TX 
75605; or cafl H-(903) 6632120. CSW 
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Vive L "Empereur 


Strategy and Tactics from Napoleon's Viewpoint 

as “channeled" by Michael Peck 


“Tactics ... may be learned 
in treatises, but the science 
of strategy is only to be ac- 
quired by experience, and 
by studying the campaigns 
of all the great captains.** 

Those who wish to learn the secrets of 
we, Napoleon Bonaparte, should first 
study those principles of war which once 
made all Europe tremble at our feet. To il- 
lustrate our maxims, we will use Koei’s 
L’Empereur, that device conceived by 
20th Century strategists to study our con- 
quests. We will focus on the op>ening 
stages of our victorious 1803-4 campaign 
in Germany, just after the French people 
made us Rrst Consul. 

War clouds were gathering that spring, 
as the English gold of Perfidious Albion 
stirred the reactionary regimes against 
us. Denmark, Prussia, Russia and Eng- 
land had already declared war; Austria, 
Turkey, Spain and Holland were waver- 
ing in their neutrality. 

“When you are occupying a 
position which the enemy 
threatens to surround, col- 
lect all your force immedi- 
ately, and menace him with 
an offensive movement.** 

Rather than wait for our enemies to at- 
tack from every direction and gnaw at 
France's vitals like a horde of ants, we 
resolved to strike first. Because in L - 
Empereur, as in our campaigns, the Al- 
lied coalitions are slow, uncoordinated 
and unaggressive, they can be defeated 
in detail by concentrating your full army 
on one enemy at a time. Seek the ene- 
my's main army and crush it in open bat- 
tle; all his cities will then fall like ripe fruit. 

When planning a campaign, choose 
those cities which will put you closer to 
your objectives. We began our 1803 cam- 
paign by attacking the Ihussians at 
Frankfurt, since possession of the city 
would give us a gateway to Berlin and 
Scandinavia. Before our plans could 
proceed, however, we first had to put 
France on a war footing, and repair the 
neglect of Barras and his bumbling Direc- 
tory. During the Economic Interphase, 




we aliocated three-quarters of the ready 
funds to war expenditures, to pay for 
new artillery pieces. This should be done 
every turn, because there are never 
enough guns. 

“When you have resolved 
to fight, collect your whole 
force. Dispense with noth- 
ing. A single battalion 
sometimes decides the 
day.“ 

Next, we united our armies, because 
the greatest folly In war is to divide your 
forces. But in L’Empereur, the computer 
generals always divide their armies into 
groups of three or four corps, which can 
be destroyed piecemeal. Alas, when we 
became First Consul, we found the ar- 
mies of France similarly divided. There- 
fore, we removed all the artillery bat- 
talions and infantry reserves in the cities 
surrounding Paris, and sent them to the 
Grande Armee forming in the capitol. Al- 
though this left the coastal cities and the 
French Navy vulnerable to British or 
Spanish landings, it is better to lose a 
city to one opponent, while annihilating a 
second opp>onent's army. Ideally, a com- 
mander should attack with about 10 
corps, of which at least four should be ar- 
tillery and one cavalry. 

This also illustrates the value of 
strategic movement during the Economic 
Interphase, which is the only time that 
leaderless troops can be moved. Use it to 
concentrate your armies at key points, be- 
cause a small garrison is the same as 
leaving no garrison at all. 

Rnally, a wise commander collects all 
possible information before embarking 
up>on a campaign. Since the Economic in- 
terphase is the only time when enemy 
cities can be examined for free, be sure 
to spy on all the surrounding territories. 

As expected, reconnaissance revealed 
the Prussians had three corps defending 
Frankfurt. Such a small number of corps 
makes it difticuit for the defender to 
maneuver, because victory rests up>on 
control of the town hexes. Therefore, the 
defender must sit in towns while the at- 
tacker can concentrate his forces and at- 
tack them piecemeal. 
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Replay 


“Give them a whiff of 
grapeshot.” 

As the Russians say, "Artillery is the 
God of War.” When setting up on the bat- 
tlefield, guns should be placed In front, 
so they can move Into firing position 
more quickly. Remember that artillery 
moves slower than infantry and cavalry. 
This was amply demonstrated at the Bat- 
tle of Frankfurt, where the thick woods 
limited the guns to moving one hex per 
turn. The battle also demonstrated the im- 
portance of finding the high ground, be- 
cause the absence of hills around 
Frankfurt meant the guns had no easy 
line of fire. 

The keys to using artillery are piosition 
and patience. Line up your batteries, on 
hills If possible, and bombard a single 
enemy unit until it is bled white and de- 
moralized. Once demoralized, enemy for- 
mations are easily finished off by infantry 
assault or cavalry charge. Remember, 
you have 30 days to win the battle, 
ample time for massed artillery to break 
enemy morale and attrit his numbers. 

Counterbattery fire is the artillery’s first 
task, because enemy cannon can wreak 
terrible damage upon large attacking for- 
mations. During a bombardment, don’t 
put friendly troops adjacent to enemy 
units; errant cannon shots are both com- 
mon and devastating. Once your troops 
have engaged the enemy, cease bom- 
bardment, unless the artillery can be posi- 
tioned point-blank. 

“Of all the obstacles to the 
march of an army, the most 
difficult to overcome is the 
desert; mountains come 
next, and large rivers oc- 
cupy the third place.” 

To reach the city of Frankfurt, we had 
to cross a large river spanned by only 
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one bridge. A river crossing is a hazard- 
ous enterprise because it channels the at- 
tacker over a few bridges which the 
defender can destroy (sometimes while 
the attackers are standing on it). The 
best strategy is to bombard the 
defenders until they are demoralized, 
while the infantry build additional bridges. 

Such were our tactics at Frankfurt, 
where we positioned four batteries on the 
river bank facing the western bridge to 
the city, and commenced a fierce can- 
nonade on the Prussian batteries guard- 
ing the crossing. The Prussian guns in- 
flicted some losses on our valiant gun- 
ners, but weight of numbers told. Once 
the Prussian guns were silenced, we then 
concentrated fire upon the infantry 
protecting the bridge. While the bombard- 
ment proceeded, our infantry endeavored 
to build additional bridges. In L’- 
Empereur, however, building bridges is 
difficult along wooded banks, and the 
construction attempts continually failed. 



Still, timing is everything in war and a 
great commander will snatch those fleet- 
ing opportunities offered by the Gods of 
War. When the hail of shot disrupted the 
defenders, we sent Marshal Davout’s 
corp charging across the bridge. He 
decimated the enemy, and on the next 
turn. Marshal Massena’s corps crossed 
and joined the attack. 

“Charges of cavalry are 
equally useful at the begin- 
ning, the middle and the 
end of a battle. They 
should be made always. If 
possible, on the flanks of 
the Infantry, especially 
when the last Is engaged In 
front.” 

Cavalry is the most deadly and the 


most fragile of the combat arms. Against 
small enemy units, or especially against 
demoralized troops, a charge can be 
devastating. Rrst, disrupt the enemy 
lines with cannon fire or infantry attack 
and then, order the charge. At Frankfurt, 
once each Prussian corps was demoral- 
ized, we committed Murat’s cavalry, 
which swept the enemy off the field in a 
series of charges. Remember, though, 
that cavalry is both fragile and expien- 
sive. It should not be used for normal at- 
tacks, but saved only for the climactic 
charge against a wavering opponent. At- 
tacks against large, fresh enemy corps 
should be avoided, because cavalry 
demoralizes too easily. 

“All wars should be 
governed by certain prin- 
ciples, for every war should 
have a definite object, and 
be conducted according to 
the rules of art.” 

There are many other principles of war 
that a great commander must remember. 
For example, in between battles, use 
every oppaortunity to train your troops. 
Training is more impaortant than raising 
morale, because troops can always be en- 
couraged during a battle. Similarly, be 
careful of heavily reinforcing a corps in 
the midst of a battle, because the raw 
conscripts will dilute a unit’s training and 
morale. 

The morale of his troops must be the 
commander’s first concern. In the heat of 
battle, units will become demoralized, 
and the commander must be free to rally 
them. Therefore, he should not become 
embroiled In the fighting. His p>ersonal 
troops should be infantry, not artillery, 
or else he will have the choice of firing 
cannon or rallying his men. 

A great commander will also judge his 
marshals wisely, since fortune has en- 
dowed them with different abilities. Mar- 
shal Murat, for example, is an excellent 
commander of horse but a poor infantry 
tactician. In particular, artillery should 
only be given to comp>etent commanders 
like Marmont, or else cannon shots will 
scatter. 

A commander must also judge his op>- 
ponents well. For example, the English 
will normally confine themselves to small 
amphibious assaults, while the Turks are 
very sensitive to Balkan conquests. Learn 
from these principles, and use them to 
enhance your own skills. Remember that 
all glory comes to those who dare. Vive 
L'Empereurl eaw 
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’lliechs and Wrecks 


A Sneak Preview of GEnie*s Multi-Player BattleTech 


by Syngvar Dalch 


The depleted-uranium slugs 
zipped up the back of the 
Blackjack's left leg. Its armor 
peeled off and fell away as if 
it were diaphanous silk in- 
stead of tons of ceramic 
armor. A silver spray of ions 
shot out at the back of the 
Blackjack's thigh, starting the 
’Mech into a slow spin. 

— Michael A. Stackpole, Lethal 
Heritage, published by FASA Corpora- 
tion, used with permission 

A lthough the quotation from the novel 
is anachronistic in terms of the 
BattleTech universe (Stackpole’s 
Blood of Kerensky series takes place after 
the wars that are re-enacted in Activision’s 
MechWarrlor game, most of the battles 
that take place in the BattleTech Center in 
Chicago and the missions assigned to 
players in GEnie’s new Multi-Player Battle- 
Tech), it is very useful for describing the 
thrill to be discovered in Kesmai’s new 
Multi-Player BattleTech (now undergoing 
beta test on GEnie). 

Like MechWarrlor before it, Multi-Player 
BattleTech allows the player to participate 
in a BattleTech battle from a first-person 
perspective. It puts the player in the cockpit 
of one of the giant ferro-titanium robots 
(right out of Japanime such as Robot Car- 
nival) and lets him/her (femaie mechwar- 
riors are welcome in this dark future’s ver- 
sion of armored combat) win or lose in a 
real-time battle. The controls are still the 
same as in the earlier game. One still 
punches the Tab key in order to fire rapidly 
and sequentially all the weapons at one’s 
disposal. One still places the crosshairs on 
one’s enemy and presses the Enter key to 
target the weapons and the Space Bar to 
fire all of them. One still presses the E key 
in order to get a damage report on the 
enemy and D to update one’s own damage 
evaluation. 


serving the highest bidder. When players 
begin the game, they choose their origin 
and loyalty. Then they are invited to attend 
the “academy.” At the academy, they will 
train in one of three types of ’mechs (light, 
medium or heavy), depending on the 
House to which they owe allegiance. 

Once seven successful missions have 
been completed at the “academy," the 
gamer will have the opportunity to enlist in 
an appropriate military unit. These units are 
often as active as the other human mech- 
warriors may be, so one can terminate an 
enlistment and join another group at any 
time. This writer initially enlisted in the 3rd 
Crucis Lancers, but failed to find much ac- 
tion whenever he was on line. So he used 
the “data bank” in his unit’s headquarters 
to find out who was currently on line and 
finding action. Then he sent a ComStar 
message to the players and asked if he 
could join them. They said, “Of coursel” He 
said, “All right!” Changing his enlistment to 
the 1st Crucis Lancers, he rendezvoused 


The difference is that MechWarrlor only al- 
lowed players to recruit computer-controlled 
pilots to handle the other ’mechs in their 
units. In Multi-Player BattleTech, however, 
players recruit other human pilots to under- 
take the missions for which they contract. 
How refreshing it is to command human 
mechwarriors as opposed to counting on 
the computer’s artificial stupidity to cover 
one’s flank! 

Where MechWarrlor forced the gamer 
into the role of mercenary in order to ex- 
plore the universe of the Successor States, 
Multi-Player BattleTech ailows players to 
enlist in the services of any of the major 
Houses (Davion, Steiner, Liao, Kurita or 
Marik) or become a freebooting mercenary. 


with the unit, under 
then Leftenant 
WilStarr’s com- 
mand, and 
proceeded to roast 
some dragon (for 
the uninitiated. 

House Kurita is 
known as the 
Draconis Combine). 

As players succeed in 
multi-player missions, as 
well as single-player mis- 
sions, the program up- 
dates their resumes, posts 
their relative position on 
the promotion list and 
keeps track of the attitude 
toward the player’s charac- 
ter held by the leaders of 
the house for whom the 
character is currently serv- 
ing. Working one’s way 
up the promotion list is 
even more satisfying in a 
multi-player environment 
than it is in a campaign 
game for a single-player 
simulation. It becomes ex- 
tremely exciting to pass 
one’s ally by on the 
promotion list and almost 
equally exciting to see 
one’s comrades-in-arms 

being promoted. 

First and foremost, the most enjoyable 
aspect of multi-player on-line games is the 
camaraderie formed between players. 

GEnie even has special bulletin boards 
reserved for the major houses from the 
BattleTech universe in order to facilitate E- 
mail friendships and alliances (as well as 
role-playing) between the players. 

It’s a special option used on 
Solaris so the bookies can 
monitor a ’Mech’s perfor- 
mance during a fight. It lets 
them lay off bets when a 
’Mech takes internal damage 
that isn’t clearly visible to the 
spectators. 

— Michael A. Stackpole, Lethal 
Heritage, used with permission 

Speaking of on-line interaction, the screen- 
shots used for this articie have a fascinating 
history that underscores this aspect of the 
game. During a lull in the action, the writer 
received a ComStar message from Thanos 
to meet him in the arena on Solaris, the 
gaming world. Foolishly, the inexperienced 
Locust pilot winged off to Solaris and met 
the code-named “god of the dead” in a one- 
on-one duel. “Nice Locust,” smirked Thanos 
by typing the line (as in any network’s 
“Chat Mode”), as Dalch tried to locate his 
foe. “Like my Marauder?” 

The mismatch was obvious, but Dalch 
tried to use the mountainous terrain of the 
Kobe Sector arena in order to get in close, 
under the long-range firepower of the 
Marauder. Thanos was patient and waited 
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until the light ’Mech broke cover, wasting 
the Locust with one wave of long-range 
laser beams. Of course, the action had 
been too fast and furious to get decent pic- 
tures, so the COM/ staff came up with an 
idea. They typed a suggestion that the two 
’Mechs meet in the center of the arena, 
hold their fire and stop moving in order to 
get the shots. Then, they would back off 
and the heavy ’Mech could win the match. 
“But, wait,” thought the evil editors, “maybe 
we can talk him into throwing the match.” 

CGIV explained what they were doing and 
Tom Waddell, a high school student from 
Van, Texas {aka Thanos), proved to be a 
good enough sport to allow himself to be 
victimized by this dastardly deed. He posed 
with his 'Mech as though it were a modell- 
ing job. “Is this my best side?” he queried. 
Then, remembering the lengths some 
gamers will go to win a battle, he belatedly 
asked, “Are you sure this isn’t a trick?” As- 
sured the pictures would be in the 
magazine, he insisted on “Rring for effect” 
off into the horizon. Thanos had not lost a 
battle for a long time and was “rewarded” 
with a news flash scrolling across the 
screen and telling all on-line warriors that 
he had lost. 

In the future, Kesmai plans to allow bet- 
ting on the Solaris matches (just like in the 
books), but they hope to keep un- 
scrupulous journalists from getting matches 
thrown in their favor by allowing bettors to 



into the computer opponent’s strategy. 
Solaris is always a consolation for those 
who get tired of “outthinking” the Al. 

The truth is that Multi-Player BattleTech 
helps players suspend their disbelief 
enough to enter the realm of conflict and in- 
trigue surrounding the BattleTech universe. 
From its inception as a people and 
paper/miniatures game to its current incar- 
nation as a fascinating simulation, Battle- 
Tech has allowed gamers to escape into a 
dark future where anthropomorphic 
machines expand one’s power and the one- 
on-one duel regains its chivalric ideal. We 
think it is escapist fare that builds worlds, 
caw 


“watch” the matches live. Meanwhile, 

Solaris is available to all on-line mechwar- 
riors in order to provide an opportunity for 
one-on-one dueling and the potential for set- 
tling grudge matches with a rival player. 


Justin’s Valkyrie cut to the 
right as the heavy laser on the 
Rifleman's left arm torched a 
black furrow through the 
meadow off to Justin’s left. 

“It can’t continue to turn!” he 
thought. “The torso locks up 
after about forty degrees, if I 
can get into its rear arc, it 
can’t continue to track me.’’ 


— Michael Stackpole, 
Warrlon En Garde, published by 
FASA, used with permission 


The only major frustration for Multi- 
Player BattleTech players is likely to 
be what Kesmai calls the “artificial 
stupidity.” As in the original Mech- 
Warrlor, the player can easily get be- 
hind the computer-controlled opponents 
and blast away at his/her heart's con- 
tent. In order to provide constant ac- 
tion, there are always missions on line 
in which human players face artificial 
opponents and, at press time, Kesmai 
was trying to bring more play balance 
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SEVENTH FLEET, Modern Naval Operations In The Pacific Ocean. 
FIFTH ESKADRA, Modern Naval Operations In The Mediterranean Sea. 
GREY SEAS, GREY SKIES, Tactical Modern Naval Combat . 


LAND COMBAT: 

■••New*"MAlN BATTLE TANK: MIDDLE EAST, Modern Tactical 
Armoured Combat. The Middle East seems to forever be in turmoil. And it 
recent history is any indicator, this situation will not be changing in the near 
future. MBT:ME, our third MBT game (in design for two years and delayed to 
incorporate data from the recent Gulf conflict) provides the terrain of the 
Middle East deserts and the forces of the local powers, as well as intervention 
countries, in a command oriented simulation that allows for past, current, and 
future combat situations. Prebuilt scenarios and a "build your own" system are 
provided. Amiga, Atari ST, & IBMPC. 

•••New”"BATTLE TANK: KURSK TO BERLIN, Tact i cal Armoured 
Combat In The East, June 1943 - May 1945. Though the war m the East was not 
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new tanks and weapons just starting to stream in from the factories. That hope 
died at Kursk, but left 2 more years of brutal combat. This second game in our 
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TO THE RHINE, The Allied Advance In The West, 29 Aug to 11 Dec, 1944. 
ROMMEL AT GAZALA, Battles For Tobruk, 26 May to 27 June 1942. 
STALINGRAD CAMPAIGN, The Turning Point In Russia, Jun 1942 - Feb 1943. 
KURSK CAMPAIGN, Operation Zitadcllc, Summer 1943. 

OPERATION OVERLORD, The Invasion Of Europe, 6 June - 28 August, 1942. 
GOLAN FRONT, The 1973 Arab/lsraeli War In The North. 

FALL GELB, Thc Fall Of France, Spring 1940. 
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10% of the total for Provincial tax. 
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Survey 


The Modern Games: 

by M. Evan Brooks 


1950 > 2000 


T his article is part of an on-going series 
that wiil cover ali wargames released for 
the computer market. It consists of pre- 
20th century (CGW #75), 1900-1950 (CGW 
#88-89), Modern (1950-2000) and Future 
(2000- ). The state of the art in computer war- 
games has changed dramatically over the last 
decade. The Hall of Fame illustrates games 
that were breakthroughs and commercial suc- 
cesses in their day. Yet, many of them do not 
“age" well and it is doubtful if the computer 
world will ever develop its classics, like 
Monopoly of the boardgame genre. Thus, 
these paiktographies wiil be updated and 
revised on a reguiar basis, so that the user 
may have some indication of what is/was avail- 
able. It should be noted that the ratings are an 
individual preference, and do not necessarily 
reflect the opinions of the publisher or editor 
of this magazine. Also, please note the plat- 
form availability: a five-star game on an Atari 
800 that is several years old is not of the 
same sophistication as a new product 
designed for a PC 486-33. However, it has 
been given its rating for what it did, to a lesser 
extent, what it still does and perhaps for the 
place it holds in this reviewer's heart and 
memory. Of course, the designers look 
askance at these ratings, and often deluge the 
magazine with voluminous complaints. Stili, 
these are intrinsically subjective, and a dis- 
criminating reader should be able to temper 
the ratings with this writer’s normal reviews in 
order to ascertain the inherent biases. What is 
aiso noteworthy is that few computer games 
have a shelf life longer than three years, yet 
boardgames remain classics ten years or 
more after their release (e.g. Napoleon's Last 
Battles, A House Divided, Up Front). 

In a ten-year span (1981-1991), the gaming 
market has gone from a 16K 8-bit computer 
to a 1-2 MB 16/32-bit computer with clock 
speeds now in excess of 20 MHz. The 8-bit 
market is moribund (if not outright deceased), 
and the MS-DOS clones hold a commanding 
lead in forthcoming titles. The ST has been vir- 
tually abandoned in the United States, and 
while the Amiga’s superior game and graphics 
capabiiities still hold a loyal following, the MS- 
DOS machines are “where the action is." 

Prices are difficult to determine for oider 
games, since they are so heavily discounted, 
assuming they can be found at all. Thus, be 
aware that the prices are only a rough 
guideline. Also, since this guide is for refer- 
ence, one should be aware that prices shift 
downwards rapidly. 

If any readers have additions/correc- 
tions/modirications, please send them to me 
in care of this magazine or via modem on 
QEnie (address: M.E. Brooks). 

Legend 

XXX = Data not available. 

Une 1: Title 

Line 2: Machine Format ((A]tari/[C)om- 
modore/lAplplell/ITJRS- 
80/ll[aS]/lAm)iga/[ST]/[Mlacintosh/ll]BMl: 
Issue of CGW in which that game was men- 
tioned (bold print refers to major article); Com- 
pany; Designer; Date of Publication; Price 
(O/P: Out of Print); Rating 



Chuck Yeager’s Air Combat 


0 Good use as a magnet hoider 

♦ Avoid 

** Marginal 

*** Average to Good 

**** Very Good 

***** Highly Recommended 

N-R Not Rated 

Line 3: Difficulty ([Begjinner, [Intjermediate, 
[Advjanced)/ Environment ([Land], [Navjal, 
[Air], [Dipjiomatic, [Econjomic)/ Level 
([Tacjtical, [Opjerational, [Strjategic)*/ # of 
Players (M: modem option) 

Tactical: man-to-man up to company level 

(turns represent seconds to hours) 
Operational: battalion-level to division-level 

(turns represent hours to weeks) 
Strategic: corps-level or higher 

(turns represent weeks to years) 


Military Organization 


Unit Size 

Minimum 

Maximum 

Fire Team 

2 

3 

Squad 

9 

12 

Platoon 

40 

50 

Company 

120 

150 

Battalion 

500 

1,000 

Brigade 

3,000 

5,000 

Division 

10,000 

15,000 

Corps 

20,000 

80,000 

Army 

100,000 

up 


Game Listings 

Abrams Battle Tank 

I; #60; Electronic Arts; Damon Slye; 1989; 

$49.95; *•+ 

lnt/Land/Tactical/1 

The first serious contemporary tank simula- 
tion for the faster 1 6-bit machines, this 
product has been superseded by later releases 
(cf. M-1 Tank Platoon, Tank). Graphics were 
adequate, but terrain elevation left something 
to be desired, and the main deficiency was 
that the program oniy portrayed a single tank 
while modern doctrine emphasizes larger ele- 
ment (company /squadron) employment. 

ACE; Air Combat Emulator 

C; #35,88; Spinnaker; Ian Martin; 1987; O/P; 

N-R 

Beg/Air/T ac/ 1 


A British import arcade game. 

A-JO Tank Killer 

I; #62,65,66,68,87; Dynamix; Damon Siye; 

1989; $59.95; **** 

lnt/Air/Tac/1 

A simulation of the "Warthog," the best CAS 
(close air support) aircraft ever forced on the 
Air Force. Version 1 .5 has Desert Storm 
scenarios, and the graphics are well done. Mis- 
sions are varied, but joystick control is very 
sensitive and maintaining level flight may 
prove difficult, especially when using the chain 
gun. 

After Burner 

Am/I; #65,66; Sega; Sega Enterprises; 1989; 

?: * 

Beg/Air/Tac/1 

An arcade game that is far superior in the 
coin-op cockpit than it is on the personal com- 
puter. 

Airborne Ranger 

C/Ap/Am/I; 41,43; MicroProse; Lawrence 
Schick; 1987; $29.95; ****+ 
lnt/Land/Tac/1 

Contemporary Ranger operations in a semi- 
arcade mode. Yet it is fun and it works. Chal- 
lenging to both aduKs and children; recom- 
mended for a diversion from the more serious 
simuiations. It remains on the author’s hard 
drive. 

Air Duel 

Am/1; #85; MicroProse UK; Glynn Williams; 

1992; ?; N-R 

int/Air/Tac/1 

Forthcoming design from MicroProse’s 
British subsidiary, ostensibiy covering muii- 
period air combat a la Chuck Yeager’s Air 
Combat (cf. infra). 

Air Strike USA 

Am/I; #82; Cinemaware/SpoUight; Rod 

Swift; 1990; $39.95; ** 

Beg/Air/TacOp/1 

An arcade game semi-disguised as a flight 
simulator. Air Strike portrays an ATF II (ultra- 
modern attack fighter) in a multitude of mis- 
sions world-wide. Documentation is somewhat 
spartan and the world views and flight 
mechanics are similar to the documentation. 

Air Warrior 

#63;67,88; CEnie; Kesmai; 1988; $6.00/hour; 

int/Air/Tac/l-multi; M 

An otviine simulation of tactical air combat 
from World War I onward. Continually being 
revised and updated, it is interesting, although 
it can become an expensive way of life. The 
learning curve is lengthy, but often veteran 
pilots are available on-line who are wiiiing to 
give assistance and tutorials. Korean War 
vintage aircraft are now avaiiable. 

Apache Strike 

M; #48; Electronic Arts/Silicon Beach; 

James W. Long and Tom Zerucha; 1988; ?; N- 
R 

Beg/Air/Tac/1 

An arcade version of an AH-64 helicopter 
simulation; all action occurs in an urban en- 
vironment a la Air Wolf. 
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Arctic Fox 

Am/I; #28; Electronic Arts; Kevin Ryan, Jeff 
Tunnell, Damon Slye and Richard Hkks; 

1986; O/P; N-R 
Beg/Land/Tac/1 

A futuristic tank arcade game resembling 
the early arcade Battlezorxe, but with more op- 
tions. 

Armor Alley 

M/I; #87; Three-Sixty PaciHc; Arthur Britto II; 
1990; $39.95; *+ 

Bas/Land-Air/Tac/1'4; M 

A recent arcade tank/air support game, this 
involves eight scenarios of increasing difficul- 
ty. Graphics and gameplay can offer a short 
entertaining diversion, but little of serious im- 
port. An updated version of an early Apple 8- 
bit game. 

Armor Assault 

A; #3.1,37; Epyx; John Weber; 1983; O/P; *+ 
Beg/Land/Tac/ 1-2 

A tactical meeting engagement between OS 
and Soviet forces. This game was one of the 
first to offer a “design-your-owrr-scenario” op- 
tion. Onits are limited to six vehicles each (no 
other air or ground support); hence its realism 
is very low. Given the contemporary market, 
this game is visibly obsolescent. 

ATAC 

Am/I; MicroPiay; MicroProse UK; 1992; 

$49.95; N-R 

Int/Air/Tac/l 

Initially entitled White Shadow (until many 
people confused It with an old television show 
about a white basketball coach In an inner city 
school), this simulation (Advanced Tactical 
Air Command) portrays the drug wars be- 
tween the US and the Medallin cartel a la 
Clear and Present Danger. 

Avenger A-10 

I; Spectrum Hoiobyte; Scott Bay less; 1992; 
$69.95; N-R 
Adv/Air/Tac/1 -Multi; M 

Port of Spectrum HoloByte's “Electronic Bat- 
tlefield, ‘ this simulation will be a detailed 
portrayal of the “Warthog" in various theaters 
(cf. A-W Tank Killer for similar treatment). 

B-1 nuclear Bomber 

Ap; #1.1; Avalon Hill; 7; 1983; O/P; 0 

Beg/Air/Tac/1 

An early game from Avalon Hill, its play 
mechanics are embarrassing in the contem- 
porary market; in fact, its play mechanics 
were embarrassing when K was initially 
released. 

Balance of Power 

M/I; #29,34,40,57,64; Mlndscape; Chris Craw- 
ford; 1985; $49.95; **** 

Adv/Dip/Str/1-2 

With numerous revisions having already ap 
peared, this simulation of modern power 
politics graduated from a bi-f>olar world 
(US/Soviet) in its initial release to a muhi-polar 
world (US/Soviet/Chinese/Third World) in its 
later edition. A newer edition will probably 
simulate the newest version of Realpolltlk, 
with the collapse of the Soviet Empire and the 
restoration of the instabilities inherent in East- 
ern Europe. 

Baltic 1985 

Ap; Strategic Simulations Inc.; Roger Keat- 
ing; 1984; O/P; N-R 
lnt/Nav-Air/Op/1-2 

Part of SSI's ‘Rapid Fire" series, this simula- 
tion covers World War III in the Baltic. 


Command HQ 


Battalion Commander 

A/Ap; #37; Strategic Simulations Inc.; 

David Hille; 1983; O/P; **+ 

lnt/Land/Tac/1 

A modem simulation of company/battalion 
level operations, this was an improvement on 
Combat Leader, but its age still shows. 

Battle Command 

C; #40,74,88; Applied Computer Consult- 
anU; 7; 1986; O/P; N-R 
Beg/Land/Op/2; M 

More of an abstract battle chess than a 
modern simulation. 

Battle Front 

C/Ap; #32,37,88; SSG; Roger Keating and 
Ian Trout; 1987; $39.95; *** 
lnt/Land/Op/0-2 

A very flexible game covering corps-levei 
combat and proper use of the chain of com- 
mand during World War II. Design-your-own 
scenarios open the bulk of the 20th century to 
gaming; however, the artificial intelligence of 
subordinate commanders is notoriously weak. 
The game system will either attract or repel 
the player — there is no middle ground. 

Birds of Prey 

Am/I; #85; Electronic Arts; 7; 1992; $49.95; 
N-R 

lnt/Air/Tac/1 
Modern aerial warfare. 

Blue Angels 

I; #63,65,67,70; Accolade; Rick Banks and 
Paul Butler; 1990; $49.95; ** 

Int/Air/Tac/l 

What if they didn’t give a war but people still 
came7 This product simulates formation 
flying, and does it rather well. On the other 
hand, flying a hot interceptor without a viable 
enemy leads to a certain lassitude. 

Bomber 

C/Am/ST/I; #66; Activision; Vektor Graflx; N- 

A; N-A; N-A 

Int/Air/Tac/l 

Released In the United States as Strike 
Aces, cf. infra. 

Brigade Commander 

Am; #85,86; TTR; Argonaut Software; 1991; 

$44.95; N-R 

Adv/Land/Tac/1 

Carrier Command 

M/I; #52,63,69; MicroPlay; Realtime Games; 
1989; $39.95; **+ 

Int/Na v-Air/T ac/ 1 


Futuristic arcade game of carrier-air opera- 
tions. 

Chuck Yeager’s Air Combat 

I; #85,86,88; Electronic Arts; Brent Iverson; 

1991; $59.95; **** 

Int/Air/Tac/l 

A flight simulator offering the ability to fly 
scenarios in World War II, Korea or Vietnam, 
or mix-and-match them. Adequate graphics (al- 
though this reviewer is not overly fond of 
polygon-emphasized graphics), good game 
play and an excellent post-mission analysis 
yield a high recommendation. 

Civilization 

I; #92, 93; Microprose; Sid Meier, 1991; 
$69.95; 

Int/Air-Land-Sea/T ac-Str/ 1 

A “Sid Meier classic;" civilization from 4000 
BC to AD 2100. More addictive than crack, it 
should come with its own warning label. The 
only deficiency is that it is so rich and textured 
that the documentation is incomplete, thereby 
almost necessitating the purchase of the “Help 
Book” (authored by CGW's own Johnny Wil- 
son and Alan Emrich). 

Combat Leader 

A/C/Ap; #3.5,37,88; Strategic Simulations 
Inc.; David Hille; 1983; O/P; ** 
Int/Land/Tac-Op/ 1 

A simulation of armored tactical operations 
over a forty-year period. Flexible, albeit with 
primitive graphics. 

Command HQ 

I/M; #74,76,77,79,80,81,88; MicroProse; 

Dan Bunten; 1990; $59.95; **•*+ 
lnt/Land-Nav-Air/Op-Str/1-2; M 

A product capable of recreating World Wars I- 
IV(7), this is a modified “beer and pretzels" 
game. Highly recommended for entertainment, 
although not as a historical learning ex- 
perience. 

Computer Conflict 

Ap; Strategic Simulations Inc.; Roger Keat- 
ing (Rebel Force) and Jim Yarbrough (Red 
Attack); 1981; O/P; N-R 
lnt/Land/Tac/1-2 

Composed of two games. Red Attack is a 
two-player introductory modern scenario, while 
Rebel Force is a solitaire game of UC (low-in- 
tensity conflict) with the player commanding 
the conventional forces. 

Conflict 

I; #68,72,73; Virgin Mastertronic; David 
^stman; 1990; $14.95; *** 

Beg/Dip/Str/ 1 

Easy-to-learn game of the contemporary Mid- 
dle East. Initially entertaining, but its appeal 
palls rapidly. 

Conflict Europe 

Am/ST/I; #65; Mirrorsoft; 7; 1989; O/P; N-R 
Int/Land/Op-Str/ 1 

Similar to Hato Commander, cf. infra. 
Conflict In Vietnam 

A/C/I; #26; MicroProse; Sid Meier and Ed 
Bever; 1986; O/P; *•**+ 
lnt/Und/Op/0-2 

The final product of the Command series, 
this simulation of campaigns in Vietnam 
teaches valid lessons in an enjoyable format. 
Yet, when all is said and done, Vietnam was 
an unattractive war and there is little oppor- 
tunity for the player to really “win." Without a 
doubt, the best computer simulation ever done 
on the period. 
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Conflict: Middle East 

I; #86,87,90; Strategic Simulations Inc.; 

Norm Koger; 1991; $59.95; ***+ 
Adv/Land-Air/T oc-Op/ 1-2 

A serious simulation of the 1973 Yom Kip- 
pur War and a future Arab-lsraeli War, this 
product is very detailed. Mouse implementa- 
tion is much easier than the author’s last 
design {Red Lightning), but it still requires 
much time and thought. Recommended for 
the serious aficionado. 

DEFCON 5 

C/I; #38, CQF Winter 1987; Cosmi; Paul Nor- 
man; 1987; O/P; N-R 
Beg/Air/Str/1 

DFtAGON Force 

Am/I/ST; #60,70,77; Interstel; Roger Damon; 

1990; $49.95; *** 

lnt/Land/Tac/1 

Known for Operation Whirlwind, Field of 
Fire, Panzer Grenadier and Wargame Con- 
struction Set, Roger Damon updates his tacti- 
cal system to the l&-bit machines. A logical 
descendant of his earlier designs, this simula- 
tion offers several matvto-man tactical situa- 
tions in the contemporary environment. 

F-14 Tomcat 

C/I; #53,58,68; AcUvUion; Dynamix; $49.95; 

1989; N-R 

Beg/Air/Tac/1 

F-15 Strike Eagle 

A/C/Ap/I; #4.6,74; Microprose; Sid Meier; 

1984; $19.99; ** 

lnt/Air/Tac/1 

The first “classic” fighter simulation, this 
product was a classic in its time. However, it is 
extremely dated in today’s market. 

F-15 II 

ST/I; #65,70,86; MlcroProse; Sid Meier and 
Andy Hollis; 1989; $54.95; ***+ 
lnt/Air/Tac/1 

An update of F-15 to state-of-the-art 
graphics. A Desert Storm Scenario Disk 
($29.95) has also been released. 

F-15 III 

I; MlcroProse; Andy Hollis; 1992; ?; N-R 
lnt/Air/Tac/1 

Forthcoming version of F-15, which will os- 
tensibly push the envelope of stateof-the-art 
graphics and game value. 

F-16 Combat Pilot 

ST/I; #61,66,69,83; Electronic ArU; Digital 
Integration; 1990; $49.95; N-R 
Int/Air/Tac-Str /1-2; M 

A British import which is most noteworthy 
with regard to excellent play balance and the 
capacity for modem-to-modem dogfights. 

F-19 

C/Am/ST/I; #53,55,56,64; MlcroProse; Sid 
Meier and Andy Hollis; 1988; $69.95; *** 
Adv/Air/Tac/1 

Simulation of the Stealth Fighter, K is richly 
textured and complex (cf. F-1 f 7 for a newer 
version). 

F-29 Retallator 

Am/ST/I; #69,72,85,87; Ocean; Martin 
Kenwright; 1990; $39.95; *** 
lnt/Air/Tac/1-2; M 

An ultra-modem fighter simulation, this 
product was distinguished by its relatively 
moderate release cost However, it is rather 
generic in nature. 



Falcon 3.0 


F-1 17 A 

I; #89; MlcroProse; Jeff Briggs; 1991; $69.95; 

***• 

Adv/Air/Tac/1 

The third generation of Stealth simulations, 
this is an even more detailed and graphically 
rich experience, but is definitely recommended 
for those who are experts in the genre. 

F/A-1 8 Interceptor 

C/Am; #50,56; Electronic Arts; Robert Din- 
nerman; 1989; $49.95; N-R 
Beg/Air/Tac/1 

A very user-friendly, mission-oriented combat 
flight simulator with a wide variety of targets 
and objectives. 

Falcon 

Am/ST/M/I; #43,44,63,64; Spectrum Holo- 
Byie; Gilman Louie; 1987; $19.95; ** 
Adv/Air/Tac/1 

Falcon AT 

I; #52,53,64; 1988; $59.95; *** 

Falcon 3.0 

I; #76,83,92; 1991; $79.95; 

Falcon is not so much a game system as it 
is a way of life. Possibly the most complex air 
simulator ever released for the commercial sec- 
tor, its newest version (3.0) suggests utiliza- 
tion of DOS 5.0, a 486-33 MHz computer and 
a math co-processor! The manual is consistent 
with the game, and uses a layered level of 
teaching flight operations. Recommended for 
the serious power userl Two scenario disks 
have been released for the AT versions — 
Operation Counterstrike and Operation 
Flreflght (Amiga and ST only) at $24.95 and 
$49.95 resf)ectively. 

Falklands '82 

C; #34,37; Firebird; John Bethell; 1985; O/P; 

* 

Bas/Air-Land-Nav/Op/ 1 

Simulation of the Falklands Conflict, it made 
up in price value what it lacked in historical ac- 
curacy. Yet it has aged poorly, and offers little 
for the contemporary wargamer in either his- 
tory or play value. 

Rflh Eskrada 

Ap; #4.4,5.2; SimCan; W.J. Nichols; 1984; 

$60.00; N-R 

Int/ Air-Sea/Op/ 1-2 

Firepower 

C/QS/I; #42,88; Activision; Reichart von 
Wolfshield; 1987; 7; N-R 
Beg/Land/rac/1-2; M 


A modem combat simulation with helicopter 
support, but basicaliy an arcade product that 
achieved most of its popularity due to its 
modentvto-modem capability. 

Flight of the Intruder 

Am/ST/I; #68,69,74,75,76; Spectrum Holo- 
Byte; Rod Hyde; 1990; $59.95; ***-^ 
Adv/Air/Tac/1 

A compiex simulation of Vietnam air opera- 
tions. 

Geopollttque 1 990 

A/Ap; #4.1; Strategic Simulations Inc.; 

Bruce Ketchledge; 1983; O/P; *+ 
lnt/Dip/St/1 

Power politics in the 1980s; graphics and 
reality have definitely rendered it obsolete. 

Germany 1985 

Ap; #3.3,5.1; Strategic Simulations Inc.; 
Roger Keating; 1983; O/P; N-R 
Ad v/Land/T ac-Op/ 1 -2 

Global Commander 

C; #48,51; DataSoft; J. Wiison; 1988; 7; ** 
Bas/Dip/Str/1 

A global confrontation simulation, it bears lit- 
tle resemblance to reality and has limited enter- 
tainment value. 

Global Conquest 

I; #93; MlcroPlay; Dan Bunten; 1992; $69.95; 
N-R 

lnt/Land-Nav-Air/Op-Str/0-4; M,Network 

A sequel to Command HQ, this looks very 
promising. 

Golan Front 

C/Ap; #5.4,5.5; SimCan; W.J. Nichols; 1985; 

$60.00; N-R 

lnt/Land/Tnc/1-2 

Gulf Strike 

At/Ap; #4.5,5. 1; Avalon Hill; Mark Herman 
and Winchell Chung; 1984; 7; ** 
lnt/Air-Land-Nav/Op/1-2 

Based on the more successful boardgame of 
the same name, its play mechanics are clunv 
sy and its graphics are even worse. The color 
scheme has to be one of the worst ever seen 
in the computer fieid. 

Gunboat 

I; #68,71,72; Accolade; Tom Loughry; 1990; 

$49 95 - *•* 

lnt/Nav/Tac/1 

A simulation of Vietnam riverine operations, 
it is more of an arcade game. However, it 
does cover a combat aspect never attempted 
before. The graphics are similar to Steel 
Thunder by the same designer. 

Gunship 

C/I; #34,35,38,CaF Winter 1987; MlcroProse; 
Arnold Hendrick; 1986; $54.95; •** 
lnt/Air/Tac/1 

When initially released, this was the helicop- 
ter simulation. Good graphics (when released) 
coupled with excellent gameplay made this a 
classic. 

Gunship 2000 

I; #89,91; MlcroProse; Jim Day; 1991; 

$69.95; 

lnt/Air/rac/1 

An update of Gunship, it covers severai 
rotary-wing aircraft in various theaters. Probab- 
ly the best helicopter simulation currently avail- 
able on the market, but be sure to get the up- 
dated version (better collective implementa- 
tion). 
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Halls of Montezuma 

Am/M/Ap/C/I; #42,45,75; 88G; Roger Keat- 
ing; 1987; $39.95; *** 

Int/Land/T ac-Op/0-2 

A simulation of (J.S. Marine operations from 
the Mexican War to Vietnam, based on the Bat- 
tle Front system, cf. infra. 

Harpoon 

M/I; #62,65,66,68,69,70,75,82,85; 360; Gor- 
don Walton; 1 988; $59.95, Battle Sets $29.95, 
Challenger Pak $89.95 1-2, Editor; ***** 
Adv/Na val-Air/T ac-Op/ 1 

The best simulation of contemporary naval 
warfare, it is kept current through release of 
new “battlesets” (to date, GIGK, North Atlan- 
tic, the Med and the Gulf). Detailed and intri- 
cate, yet easy to learn, it can teach valuable 
lessons while remaining an entertaining 
gaming experience. 

Harrier Combat Simulator 

I; #48; Mindscape; Mirrorsoft; 1988; ?; ** 

^g/Air/Tac/1 

A newer version of High Roller, but still 
marred by a restricted area of operations and 
clumsy mechanics. 

Heauy Metal 

C; #53,54,57; Access; Brent Erickson; 1989; 
$39.95; ** 

Beg/Land/Tac/1 

A tank simulation, more akin to an arcade 
product than a serious simulator. 

High Roller 

I; #33; Miirorsoft; ?; 1986; O/P; ** 
lnt/Air/Tac/1 

A simulator of the Harrier jump-jet, it is 
marred by an overly restictive environment 
and mediocre graphics. 

Hunt for Red October 

C/Am/ST/I; #30,32,46,48; OaU8oft; Oxford 
Digital Enterprises; 1984; O/P; *+ 
lnt/Nav/Tac/1 

Based on the Tom Clancy novel, this simula- 
tion sold well in a movie tie-in, but probably 
did more to turn off purchasers to the war- 
game genre than any other product. Slow and 
clumsy mechanics yielded an ultimate failure 
as a gaming experience. 

Infiltrator 

C; #29; Mindscape; Chris Gray; 1986; O/P; * 
Beg/Air/Tac/1 

“James Bond-like” aircraft in an arcade 
mode. 

Infiltrator II 

C; #41,44; Mindscape; Chris Gray; 1987; 
O/P; * 

Beg/Air/Tac/1 

A sequel to Inflltator offering more of the 
same. 

Jet Combat Simulator 

C; #25; Epyx; Firebird; 1986; O/P; N-R 

Beg/Air/Tac/1 

An F-15 simulator, with little entertainment 
value. 

Jetflghter I 

I; #58; Broderbund; Bob Dinnerman; 1988; 
$49.95; *** 

Adv/Air/Tac/1 

Detailed graphics and play value. Although 
the basic scenario (occurring in the United 
States) was tenuous at best, Jetflghter was 
the first simulator to require tone acquisition a 
la Top Gun and is still an entertaining product. 
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Jetflghter II 

I; #86,87,88; Velocity; Bob Dinnerman; 

$69.95; 1991; ***-r 

Adv/Air/Tac/1 

A sequel to Jetflghter, it has contemporary 
graphics and play value. 

Jumpjet 

C/Ap; #39; Eurosoft International; Anirog 

Software; 1986; O/P; N-R 

Beg/Air/Tac/1 

LHX 

I; #68,72; Electronic Arts; Brent Iverson; 

1990; $59.95; **+ 

lnt/Air/Tac/1 

Ostensibly a simulation of helicopter com- 
bat, it enjoyed more popular success than this 
reviewer thought it deserved, particularly con- 
sidering its highly unrealistic flight model. 

Lost Patrol 

Am/ST/1; #72,81; Ocean; Ian Marling; 1989; 

$49.95; 0 

lnt/Land/Tac/1 

This is an arcade game in which the player 
attempts to bring his/her patrol home from a 
grueling mission in Vietnam. The underlying 
thesis is interesting, but keyboard input is 
awkward and too slow, while joystick input is 
so poorly done that the entire game is totally 
unplayable. 

M-1 Tank Platoon 

Am/ST/I; #62,65,66,66,71; MicroProse; Ar- 
nold Hendrick; 1989; $69.95; **•* 

Ad v/Land/Tac-Op/ 1 

Arguably the best armor simulation available 
on the market. Richly textured and complex, it 



Gunship 2000 


succeeds more than most of its competition. 
However, the computer has still not shown it- 
self to be a valid platform for detailed land 
graphics in a fast-moving environment. 

McArthur's War 

C/Ap; #53,57,61,63; 8SG; Roger Keating and 
Ian Trout; 1989; $40.00; *** 
lnt/Land/Tac-Op/0-2 

A simulation of Korean War battles, using 
the Battle Front system. 

Main Battle Tank: Central Germany 
Ap/ST/1; #65,68; SimCan; Steven Newberg 
and Stephen St. John; 1989; $60.00; N-R 
Int/Land/Tac/ 1-2 

Main Battle Tank: Middle East 
I; SimCan; Steven Newberg and Stephen St. 
John; 1992; $60.00; N-R 
Int/Land/Tac/ 1-2 

Main Battle Tank: northern Germany 
I; #80; SimCan; Steven Newberg and Stephen 
St. John; 1991; $60.00; N-R 
lnt/Land/Tac/1-2 

The "Main Battle Tank" system features the 
kind of limited intelligence and fast-playing 
challenge usually associated with SimCan's 
naval games. Although the series does feature 
a visual replay of the games (with limited 
graphics), the series’ action is relayed to the 
gamer as though by radio messages. 

Mech Brigade 

A/C/Ap; #5.4,29,33,37,43,48; Strategic 
Simulations Inc.; Gary Grigsby; 1985; O/P; 

*«* 

Int/Land/Op/0-2 

A successor to Kampfgruppe, it is a CGW 
Hall of Earner, presumably because It cor- 
rected some deficiencies in its predecessor's 
handling of stacking. Clumsy, but still worthy 
of play. 

MegaFortress 

I; #74,76,81,89,90; Three-Sixty Pacific; Rick 
Banks and Paul Butler; 1991; $49.95; ****+ 

Ad v/Air/T ac-Op/ 1 

Normally, this reviewer finds simulations of 
tactical bomber operations intrinsically dull. 
After all, one flies a bus-like lumbering aircraft 
to a point, drops a bomb and flies home. How- 
ever, Three-Sixty has made a difference and 
this simulation Is both realistic and entertain- 
ing. Excellent graphics and play mechanics 
make this a program definitely worth looking 
at. A scenario disk {Operation Sledge Ham- 
mer) has recently b^n released and other 
scenario disks are planned. 

MIG Alley Ace 

A/C; #4.2,4.3; MicroProse; Andy Hollis; 

1984; O/P; ** 

Beg/Air/Tac/1-2 

An early MicroProse release, it is obsolescent 
other than as a curiosity. The first flight simula- 
tor to use split-screen graphics for two players. 

MlG-29 Fulcrum 

I; #81; Domark; John Kavanagh; 1991; 

$49 95- **+ 

Adv’/Ai’r/Tac/l 

A good example of pricing differentials, it 
was originally released as a European import 
at a price of $79.95. Billed as the most realis- 
tic flight model available of the MiG-29, its ar- 
maments are not realistic and, overall, it lacks 
the panache of other releases. 

Modem Wars 

I; Electronic Art*; Dan Bunten; 1988; O/P; N- 
R 

Beg/Land/Tac/1-2; M 
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Harpoon (Mediterranean Battle Set) 


MRCA Mach 2 Combat Flight Simulator 
A; #35; Firebird; Firebird Licensees, Inc.; 

1986; O/P; N-R 
Beg/Air/Tac/1 

An early F-15 combat flight simulator. 

Mam 

A/C/Ap; #28; Strategic Simuiations Inc.; 

Roger Damon; 1985; O/P; *+ 

Int/Land/Tac/ 1 

A simulation of various Vietnam actions, its 
graphics were mediocre and its historical les- 
sons were wrong, wrong, wrong. Mildly enter- 
taining, but very misleading as to the effects 
of fire support and small unit tactics. 

MATO Commander 

A/C; #4.1; MicroProae; Sid Meier; 1983; O/P; 

*** 

Int/Land-Air/Op-St/ 1 

The predecessor to Microprose’s Command 
series, this operational simulation of war in 
modern Europe (CJS-Soviet) has become ob- 
solescent (both in mechanics and reality). In 
its day, however, it was easy to play and enjoy- 
able. 

Mavy Seal 

C/I; #61: Cosmi; Paul Norman; 1989; 
$29.95/534.95; * 

Beg/Land/T ac/ 1 

An atrocious collage of arcade sequences in 
search of a game, this horizontal scrolling ac- 
tion game teaches very little of value and is 
only of interest to gamers who enjoy non-realis- 
tic approaches to any form of combat. 

Morth Atlantic 86 

Ap/M; #3.6; Strategic Simulations Inc.; 

Gary Grigsby; 1983; O/P; N-R 
lnt/Nav-Air-Land/Op/1-2 

An early game of GS-Soviet conflict at sea. 
Morthern Fleet 

C/Ap/M/ST/I; #62; SimCan; Steven New- 
burg; 1989; $60.00; ***+ 
lnt/Nav/Op/1-2 

Morway '85 

C/Ap; #29; Strategic Simulations Inc.; 

Roger Keating; 1985; O/P; N-R 
lnt/Land/Op/1-2 

Muclear War 

Am/I; #63,65,68,69,75; Mew World; Eric L. 
Hyman; 1990; $49.95; **»+ 

Bas/Dip/Str/1 

As a “tongue-in-cheek" game of global 
destruction, it is not intended to be a simula- 
tion but rather a mild diversion. As such, it 
can be fun, although its emphasis on massive 
casualties will never gamer a ‘political correct- 
ness” award. 

Ocean Ranger 

C; #52,55; Activision; Kevin Patrick; 1988; 

$34.95; N-R 

Beg/Nav/Tac/1 

Arcade-like simulation. 

Operation Com*Bat 

Am/M/I; #75,76; Merit; Scott Lamb; 1990; 
$49.95; N-R 
lnt/Und/Tac/1-2; M 

Overrun 

C/A/I; #60,61,63; Strategic Simulations 
Inc.; Gary Grigsby; 1989; $59.95; *** 
Adv/Land/Tac/1-2 

A newer version of contemporary conflict 
than Mech Brigade, it is on a smaller scale, 
and requires much time and effort. Lack of a 
strategic map often leaves the player in cor>- 


fusion and unable to coordinate his force into 
a cohesive attack or defense plan. 

Patriot 

I; Three-Sixty Pacific; Rick Banks; 1992; ?; N- 
R 

Int/Land-Nav-Air/Op/ 1 
A simulation of the Gulf War. 

PHM Pegasus 

C/Ap; #36,39; Lucasfilm; Noah Falstein; 

1986; O/P; **+ 

Int/Nav/Tac-Op/ 1 

A hydrofoil simulation, this game has good 
graphics and play value, although the 
scenarios are intrinsically less interesting than 
one would have guessed. Strike Fleet uses a 
similar system and is a more interesting 
product. 

Platoon 

C/ST/I; #52; DataEast; Ocean; 1986; O/P; N- 
R 

Beg/Land/Tac/1 

See the movie; play the game. Vietnam 
small-unit tactics in an arcade mode shows 
another example of tie-ins rarely being success- 
ful. 

Project Stealth Fighter 

C; #42; MicroProse; Jim Synoski; 1987; O/P; 

*** 

Adv/Air/Tac/1 

Microprose’s first release of a stealth fighter 
simulation, this was characterized by good 
graphics and gameplay at the time. However, 
it has been superseded by later releases, e.g. F- 
19 and F-117. 

Raid Over Moscow 

C; Access; Bruce Carver; 1984; O/P; 

B^/Air/Tac/Str/ 1 

RAPCOM 

I; Wesson International; Robert Wesson; ?; 

?; ***-t 
Adv/Air/Tac/1 

The military version of TRACOM, this is a 
detailed simulation and quite interesting. How- 
ever, its basic subject matter appeals to a nar- 
row market; but for those with such interests. 
Wesson International does an excellent job. 

RDF 85 

Ap; Strategic Simulations Inc.; Roger Keat- 
ing; 1983P; N-R 
lnt/Land/Op/1 

Red Lightning 

ST/I; #62,63,64; Strategic Simulations Inc.; 
Norman C. Koger, Jr.; 1989; $59.95; ** 
Adv/Land/Op/1-2 


World War III in Central Europe. The game 
has some interesting concepts (e.g. forward 
deployment of subordinate units albeit at a 
cost of added fatigue), but the user-friendli- 
ness/clumsiness of inputs is so awkward as to 
make the product a tedious chore rather than 
an interesting or enlightening experience. 

Red Phoenix 

I; #78; Mirrorsoft; ?; 1992(7); 7; N-R 
Int/Land/Op-St/ 1 

A forthcoming simulation of author Larry 
Bond’s novel about the Second Korean War. 

Red Storm Rising 

C/Am/ST/I; #49,52,53,55,64; MicroProse; 
Sid Meier; 1988; $54.95; 
lnt/Nav/Tac-Op/1 

A totally enjoyable simulation of contem- 
porary attack submarine operations in the 
“Next War.“ Although some purists decry cer- 
tain design decisions (made for playability), 
this reviewer considers the game to be one of 
the best on the market. 

Reforger 88 

A/Ap; #5.2,5.3,5.4; Strategic Simulations 
Inc.; Gary Grigsby; 1984; O/P; ** 
Adv/Land/Op/1-2 

A simulation of modem warfare on the 
Central Europen Front, the game has clearly 
been rendered obsolescent both by game 
design standards and by historical events. 

Return to the Falklands 

Ap/1; GQ; Owen P. Hall, Jr.; 7; $35.00; N-R 

Bas/Nav/Tac-Op/1-2; M 

The British-Argentine War, with minimal 
graphics. 

Seventh Fleet 

Ap/I; #27,37; SimCan; Bill Nichols; 1985; 

$60.00; ***+ 

lnt/Nav-Air/Op/1-2 

A naval simulation without graphics using a 
paper map and counters, it is an interesting 
simulation of (iS-Soviet operations in the 
Pacific. 

688 

I; #59,63,64; Electronic Arts; John Ratcliff; 

1989; $49.95; ** 

lnt/Nav/Tac/1-2 

A popular contemporary submarine simula- 
tion, although this reviewer has never been 
able to determine the reason for its popularity. 
Game play resembles World War II submarine 
operations more than the modem theater and 
the simulation’s emphasis on periscope target 
acquisition is unrealistic. 

Sky fox l-ll 

C; #4.5,44,45; Electronic Arts; Jeff Tunnell; 
1984/1987; O/P; *+ 

Beg/Air/Tac/l 

An arcade flight game which allowed 
Dynamix to stretch their technological wings 
as a developer. 

Southern Command 

Ap; #2.2; Strategic Simulations Inc.; Roger 
Keating; 1981; O/P; N-R 
Int/Land/Op/ 1 

The Yom Kippur War, covering only the 
Sinai Front. 

Stealth 

At; #41,48; Broderbund; Tracy Lagrone and 
Richard E. Sansom; 1984; O/P; N-R 
Beg/Land-Air/Tac/ 1 

An abstract simulation with few doctrinal les- 
sons to commend it. 
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stealth Mission 

C; #47,54; SubLogic; Steve Setzler; 1988; 
$39.95; •* 

Int/Air/T ac-Str/ 1 

An early simulation of the "Stealth" fighter- 
bomber, K failed to keep pace with the Micro- 
Prose releases, cf. F-19, F-1 17. 

Steel Thunder 

C; #53,54; Accolade; Tom Loughry; $29.95; 

1988; •* 

lnt/Land/Tac/1 

A tank "simulator," K was more akin to an ar- 
cade game. It is still entertaining, although les- 
sons learned have little relation to reality. 

Stormouik 

I; #76,77; Electronic Arts; Paul Grace; 1990; 
$^9.95; **+ 

Int/Air/Tac/l 

A flight simulator from the Soviet perspec- 
tive, it lacks elan. The scenarios are forced 
and reflect internal dissension (which was 
somewhat prescient), but more GS-Soviet con- 
frontation would have been better received. 

Strategic Conquest 

Ap; #33; PBI; John L Jamison; 1984; O/P; N- 
R 

Beg/Land-Air-rSav/Str/1-2 

C/Am/I; #68,74,77; Accolade; Andy Craven; 

1990; $39.95/$49.95; *♦+ 

lnt/Air/Tac/1 

Strike Fleet 

C/Ap/I; #44,46,50,57; Lucasfilm; Moah 
Falstein; 1987; O/P; ***+ 

Int/Nav-Air/TacpOp/ 1 

Modern naval fleet actions with an emphasis 
on "you-are-there" perspectives. Good 
graphics and game play do much to over- 
come certain historical inaccuracies (sacriHced 
for playability), but switching from bridge to 
bridge to effect changes can be an awkward 
experience. 

Suez 73 

Am/I; #76; RAW; Al and Joseph Benincasa; 

1991; $49.95; N-R 

Adv/Land/Op/1-2 

The Battle of Chinese Farm in the 1973 Arab- 
Israeli War. This program was initially slated 
for release in 1987, but delayed until 1991 
when the designers signed with a new distribu- 
tion company. Now it is on indetinite hold. 

Super Huey l-II 

A/C; #5.5,44,46; Cosmi; Paul Norman; ?; 
$12.95; *+ 

Beg/Alr/Tac/1 

More of a flight simulator than a combat 
model, it is characterized by clunky graphics 
and gameplay. 

Tank 

I; 61,62,65,68; Spectrum HoloByte; R. Anton 
Widjaja; 1989; $54.95; *** 

Adv/lland/Tac-Op/1 

A modern tank simulation, it is simiiar to M- 
I Tank Platoon and, in fact, covers certain 
asp>ects in a better fashion, especialiy iarger 
unit operations. However, terrain slope 
remains a significant problem. 

Tank Platoon 

Ap; #3.5; DaUworks; ?; 1983; O/P; * 
Beg/Land/T ac/2 

An early tactical wargame in which each 
player has ten units. It Is interesting to see just 
how primitive and virtually unplayable it looks 
today. 



Megafortress (Operation Sledgehammer) 



Team Yankee 

1; #74; Empire; ?; $59.95; 1990; ** 
lnt/Land/Tac/1 

An arcade-like product trying to pass as a 
simulation of modern tactical armored warfare. 

Team Yankee 2: The Pacific Islands 
I; #92; Empire; ?; $59.95; 1992; N-R 
lnt/Land/Tac/1 

If at first you don’t succeed.... 

Theater Europe 

A/C/Ap; #29,34,39; DataSoft; Ian Steels; 

1986; O/P; **+ 

lnt/Und/Str/1 

A GS-Soviet confrontation in Central Europe; 
rendered obsolescent by historical events and 
poor gameplay. 

Thud Ridge 

1; #55; Three-Sixty Pacific; Acme Anima- 
tions, Inc.; 1988; O/P; ** 
lnt/Air/Tac/1 

One of the earlier Vietnam combat air simula- 
tions, it appears obsolescent in the current 
marketplace. 

Thunder Chopper 

C/Ap/I; #42,44,60; SubLogic; John B. 
Rosenow; 1989; O/P; ** 

Int/Air/T ac/ 1 

Helicopter simulation; of little interest or 
gameplay. 

Thunderhawk 

Am/I; Virgin; Mark Avory; $39.99; 1992; N-R 
lnt/Air/Tac/1 


Sid Meier's Civilization 


A new helicopter simulation, more akin to an 
arcade game. 

Tomahawk 

A/C; #42,44; DataSoft; D.K. Marshall; 1987; 

O/P; ** 

lnt/Air/Tac/1 

A helicopter simulation; mediocre graphics 
and gameplay. 

Top Gun: Danger Zone 

1; Konami; ?; 1991; $49.95; N-R 

^g/Air/Tac/1-2 

Twilight 2000 

I; #92; Paragon; Frank Chadwick and Mark 
Seremet; 1991; $59.95; *** 

Adv/Land/Tac/1 

Based on the paper RPG of the same name, 
it postulates a GS-Soviet confrontation in 
Central Europe, and the player takes the sur- 
vivors in a post-war conflict. Detailed and tech- 
nical, but more for the RPG crowd. 

U.M.S. 

ST/I; #43,48,51; Firebird; Ezra Sidran; 1987; 

$49.95; ** 

lnt/Land/Op/0-2 

A wargame design kit, characterized by easy 
design parameters. However, accuracy is 
sacrificed for playability, and often playability 
is sacrificed for graphic display. Maritime 
operations are ignored, so its universality is 
not "complete." A Vietnam scenario disk has 
been released. It will visually impress your 
friends, although it is clumsy and awkward. 

U.M.S. II 

I; #74,75,87; MicroPlay; Ezra Sidran; 1991; 
$59.95; **+ 

lnt/Air-Land-Nav/Op-Str/0-multi 

A newer version of U.M.S., with more em- 
phasis on strategic operations. A visual feast 
and a playability famine. The "design-your- 
own" disk is marketed separately and com- 
pany support for the title is tenuous at best. 
The designer has released a Desert Storm disk. 

Under the Ice 

ST/I; #54,59; Lyric; John Almberg; 1989; 
$39.95; *+ 

Adv/Nav/Tac/1-2 

A contemporary submarine simulation, 
defeated by clumsy and ill-defined mechanics. 

VC 

Ap; #2.5; Avalon Hill; Britt Monk; 1982; O/P; 
N-R 

Beg/Land/Tac/ 1 

A tactical simulation of Vietnam — almost as 
enjoyable as the real thing (i.e. not very). Ob- 
solete and hopofully forgotten. 

Wargame Construction Set 
C/A/I/ST/Am*; #34,37,75; Strategic Simula- 
tions Inc.; Roger Damon; 1986; 
$29.95/$34.95/$39.95*/** 

Int/Land/Tac-Op/ 1-2 

Basically the user-modifiable source code of 
Roger Damon’s previous works (Operation 
Whirlwind, Field of Fire, Panzer Grenadier), 
the game’s potential for design-your-own 
scenarios is limited by the failings of the 
system’s mechanics. It is most applicable to 
the World War II era; a novice may well find 
its flexibility interesting, although the graphics 
are dated. 

Wlngman 

A/C; MicroProse; Andy Hollis; 1982; O/P; *+ 
Bas/Air/Tac/1 

A very early flight-combat game. Of interest 
only to the collector. C0W 
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he sun Is setting and the calm In the pilot's lounge Is 
broken by the squawk from the speaker In the flight 
room. Radar has spotted three MlG-23 Flogger G aircraft 
120 km away and heading directly toward the air base. Your 
plane Is ready on alert status as you Jump In and fire up the 
engines as the bunker door opens. While taxiing onto the run- 
way, radar picks up three blips at 80 km. Slamming the throt- 
tle forward, the afterburners build to maximum thrust and 
you scan the horizon. The HUD shows the bogies are closing 
at Mach 1. 

“Great, “ you think as you release the brakes and hurtle 
down the runway, "it’s gonna be one of those days.’’ Climb- 
ing to 5000 feet, a tight turn is required to engage the target 
that the radar has been tracking. A buzzer sounds — the lead 
bogy, 50 klicks out, has sent an AA-9 missile screaming 
toward you at Mach 3. "Yeah, it’s gonna be one of those 
days. ” 

Pick a Plane, Any Plane 

Birds of Prey is the latest combat flight simulator from 
Electronic Arts. It allows the player to choose from 40 modern 
aircraft, dating forward from the 1950s. The player may choose 
either NATO and Western powers or opt for Soviet forces, as 
East meets West in a multi-faceted air war fought over a 
hypothetical landscape. 

The graphics are reasonable looking, allowing for a multitude of 
outside views in addition to the standard cockpit view. The user 
can adjust the graphic detail to suit slower processors; however, 
these reviewers experienced no significant response delay in the 
simulation, running on a stock Amiga 2000 using the most 
detailed graphics mode. 

Unlike reality, the cockpit instmmentation graphics are the 
same for all planes, as are the controls, radar and HUD. While 
this abstracts a major pwition of the simulation, it makes flying 
different planes easier, since one doesn’t have to adjust to dif- 
ferent cockpit configurations, in other words, there is no asking 
“Hey, where’s my altimeter?” when switching from plane to plane. 

Multiple Wargasms 

The user selects from twelve different missions encompassing 
Air Combat (Chuck’s favorite). Ground Support, Bombing 
(Leah’s favorite). Reconnaissance, Troop/Supply drop. Stealth 
and Experimental. Not every plane can accomplish all of these 
different missions, so aircraft selection plays a key role in any 
strategy one might be trying. Naturally, even the versatile F-16 
cannot execute a troop dropi 

The strategic map is used for locating targets and planning 
flight paths and works nicely in the overall game. The user can 
access this feature any time during the simulation and it can be 
zoomed from the full theater view to excruciating detail, pinpoint- 
ing all targets and their nearby geographical features. Mercifully, 
the game is paused while viewing the strategic map, giving 
players a chance to study the vast amounts of data which it can 
offer. 

Hero or Hamburger? 

Like any good wargame. Birds of Prey has a campaign 
scenario. The campaign game is a series of mission scenarios 
fought at the player’s discretion. The object of the campaign is 
to reduce the enemy air and ground forces to zero. To achieve 
the goal, the player must choose a strategy and strike a balance 
between mission typ)es while minimizing his own losses. The best 
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joint campaign the authors engaged in was fought using a trusty 
F-4 Phantom for all combat missions. 

The player/pilot outfits his plane before each mission with 
whatever weapons he deems necessary to accomplish the 
scenario’s objective. The smorgasbord consists of air-to-air mis- 
siles, air-to-ground missiles, various and sundry bombs and, of 
course, an extra tank of fuel for those long recon missions. 
Again, not all aircraft can carry each weapon type and planes 
are further restricted by the number of weapon pods they pos- 
ses. A pilot can return to base for more fuel and ammo if neces- 
sary, which is common on ground support missions. Adding 
another intriguing element, missions may be staged from either 
ground bases or carriers. 

Combat Ready 

The HUD has a navigation mode complete with programmable 
waypoints. A bombing mode dynamically computes fall line, 
point of impact and drop point. This makes hitting the target a 
manageable task with freefall bombs and a virtual certainty with 
the laser-guided variety. Radar mode has Track While Scan, 
Range While Scan, Ground Attack and Gun Manager functions. 
These assist the pilot considerably in hitting any pesky moving 
targets. The HUD also identifies the target so the pilot doesn’t in- 
advertently fire on a friendly unit. 

Missiles are fired by: acquiring the target on radar; flying within 
the weapon’s range; locking on and letting them rip. The plane’s 
computer assists the pilot by automatically selecting the nearest 
target. Unfortunately, one does not always wish to track the 
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operation. Therefore, the user is compelled to wait while the direc- 
tory is gathered from the floppy each time the utility is entered. 
Though this is a minor point, it is inconvenient for hard disk 
users. 

She Said, He Said 

While the reviewers of this game have agreed not to file for 
divorce over this, a major difference of opinion has developed be- 
tween them.... 

She Said: In terms of numbers of aircraft to fly, Birds of Prey 
has a lot to offer. However, the lack of Imagination in cockpit 
design, the difficulty encountered when installing to a hard drive, 
the disorganized manual, the silly “rookie” flight training mode 
(the better half of this review team actually flew her plane nose 
over tail while in this mode without crashingl) and the manual tar- 
geting weigh heavily in this woman’s decision to rate this dog- 
fight a dog. 



nearest target and, in this case, manual tracking is necessary. In 
this mode, potential targets are highlighted on the HOD while the 
player maneuvers a reticule over the potential target and hits “Z” 
to lock it in for tracking. 

This entire process is quite awkward when flying at Mach 1 , 
especially when one considers that the pilot loses control over 
the aircraft during the selection process! In addition, the tracking 
does not revert to automatic should the manually selected target 
be lost. Instead, the plane enters the manual selection process. 
This can be very confusing when no potential targets exist and 
the plane doesn’t respond to the flight controls. The authors 
have crashed many a plane because of this phenomenon. A 
“next target” key similar to Gunship or F-15 Strike Eagle II is 
clearly called for. 

Triple A 

While these reviewers are in gripe mode, they might point out 
that the manual could use some better organization. The game 
did not contain a keyboard overlay. Instead, there was a com- 
mand summary card. This made learning the game mechanics 
somewhat tedious. Thank goodness for the Pause function. In ad- 
dition, the disk utility function is lacking. Try as they might, these 
reviewers could not get the game installed on hard disk. For- 
tunately, pilot files may be stored there, even when playing from 
disk. [Ed: CGW did manage to install it on the Amiga hard 
drive at our office, albeit manually and with some effort.] The 
Load and Save functions always default to DFO: and do not 
remember an alternate path specified during the previous disk 


He Said: The mechanics of playing Birds of Prey take some 
getting used to, but after a few games even groundhogs can be 
flying like aces. Be careful when using manual targeting mode! 
Each mission is a “manly” challenge and the campaign game is 
quite entertaining (albeit time-consuming). The wide variety of 
aircraft available is a real treat and these authors have yet to 
master the Harrier “Jump Jet” and the X-15 (it’s lonely out in 
space) but will continue to give them the old “college try.” Over- 
all, Birds of Prey is a fast-moving combat flight simulation that 
will give hours of enjoyment to the player who is more con- 
cerned about action than accuracy, caw 
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Editorial 


Toward a 
Definition... 


S tate of the Industry: In the 

March, 1992 issue of Computer 
Gaming World, we took an 
editorial stance against the use of the 
term virtual reality to describe any com- 
puter game in which the action takes 
place on a flat screen as opposed to “to- 
tally immersing” the gamer in a 3-D en- 
vironment (usually with the addition of 
peripheral hardware). It was and is our 
belief that the use of the term virtual 
reality to describe even 3-D environ- 
ments that exist solely on an ordinary 
computer monitor screen is both disin- 
genuous marketing hype and confusing 
because of the groundbreaking work in 
virtual reality that has been done by 
companies like VPL and Autodesk. 

Nevertheless, there is a need for a new 
buzz word to describe the new style of 
computer games that is just beginning to 
emerge on the marketplace. A couple of 
years ago. Origin revitalized the 
company’s vision with a new mission 
statement/slogan (“We create worlds”). 
The implication, of course, was that while 
others may have been satisfied with 
making “ordinary” computer games, they 
intended to establish credible worlds. The 
emphasis on object-oriented program- 
ming that began to take shape with Ul- 
tima Vl and is reaching a new zenith in 
Ultima VII established objects that had 
their “own" reality and environments that 
had their “own” limitations. 

Ken Williams recently attempted to ex- 
pand the horizons of Sierra’s design 
teams in terms of “world creation.” His 
thesis used a buzz word that we would 
not: “Sierra is going to become a vir- 
tual reality company.” Nevertheless, we 
agree with his concept. His concept is 
that Sierra will lead out in creating 
worlds that are distinctive from the char- 
acters within their games. Worlds, charac- 
ters, vehicles, containers, objects will all 
be so delineated that they could con- 
ceivably be transferred from one Sierra 
world to another. 

Cynics will immediately point out that 
such a vision is a logical extrap>olation 


from the work being done for The Sier- 
ra Network. If his vision reaches fruition, 
it will be no problem adding scenarios 
and characters to on-line adventure 
games. Thus, it would be simple for a 
TSN customer to invite an adventure 
game guru to help him/her solve a 
vexing puzzle in an on-line game by 
having the guru’s on-line character join 
the original gamer’s on-line character. 
Worlds would become even more fas- 
cinating to explore when one could en- 
counter another TSN gamer’s characters, 
as well as computer-controlled Nrcs in 
the gaming environment. 

At CGW, we find Ken Williams’ sugges- 
tion to be an exciting vision. It resonates 
with a previous editorial stance in which 
we called for data storage standards that 
would enable games to share “Save 
Game” files in a “universal file format.” In 
this way, characters from one game 
could visit other games and vehicles 
from other games could be used to ex- 
plore still other games (e.g. a race car 
from Accolade’s Road & Track 
presents Grand Prix Unlimited challeng- 
ing the AI in Electronic Arts’ Mario 
Andretti’s Racing Challenge or cruising 
the streets of San Francisco in 
Spectrum HoloByte’s Vettel). 

We also find hope in the necessity of 
standardization required to fulfill such a 
vision. Internally, Sierra will have to 
agree on standard definitions and file 
structures in order to be able to move ob- 
jects, characters and vehicles from one 
game environment to another. We al- 
ready see evidence of such activity in the 
way Sierra’s programmers are adapting 
the tools to use the same kind of scaling 
in each program and to draw from an en- 
tire pastiche of art techniques, within the 
same set of tools. It even encourages us 
to think that companies might actually, 
someday, reach the point that they could 
standardize installation programs and 
every program on a hard disk might be 
able to share the same directory of 
device drivers (saving on costs of goods 
for the publishers and on disk space for 
the consumers). Indeed, an industry-wide 



“universal file format” might not be far be- 
hind. 

Another bright spot of the Sierra vision 
is that it recognizes the emergence of 
The Sierra Network as a telecom- 
munity. It is a special “cyberplace” that 
only exists as it is accessed by gamers 
and that comes to life as its teleresidents 
app>ear. It means that major publishers 
are starting to discover the human factor 
in connectability. Whether that com- 
munity be built around America 
Online’s Neverwinter Mights, GEnie’s 
Air Warrior or Multi-Player Battletech, 
Prodigy’s The Next President or 
Baseball Manager or CompuServe’s 
Sniper!, telecommunity is happening and 
it is, to turn a phrase, changing the way 
America plays. 

We just wish the industry would call this 
style of world-building something other 
than virtual reality. Whether they are 
called “cyberworlds,” “telereality,” “con- 
ceptual reality” or “ontologity,” we think 
such world-building deserves its own buzz 
word, not one borrowed from a different 
style of computing. 

State of the Magazine: This issue of 
Computer Gaming World features the 
first installment of a new feature. The 
CGW Stock Watch. With so many enter- 
tainment software publishers successfully 
going public, many readers are curious 
as to what this means to them as 
gamers as well as potential investors. 

The CGW Stock Watch will attempt to 
disseminate some useful tutorial informa- 
tion for those who have never invested 
before, but might want to because their 
favorite publisher is offering stock, as 
well as provide some analysis concerning 
the relative health and future of each 
company. Some months, the feature will 
provide several charts to illustrate its 
points, and other months, it will focus on 
one particular story. We believe that 
most of our readers will find coverage of 
this facet of the industry will shed addi- 
tional light on the process of getting com- 
puter games from concept to customer, 
caw 
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Without 

THE 

Word, 

There 

IS 

No 

Magic. 


Without 

THE 

Magic, 

There 

IS 

No 

World. 


Start the game from 
the Circle of Stones, 
gateway to Valoria's 
Magical Realms and 
re-entry point for the 
Modem World of Terra. 


^^atepulted through 
a portal in time and 
space, you encoun- 
ter a Mentor Wizard 
who wiii teach you 
the basics of magic. 
In return for this 
coveted knowiedge, 
you must shoulder a 
grave responsibiiity... 

Learn to craft and cast spelis to 
save both the Modern and Magic 
Worlds from the tyranny and destruc- 
tion of the power-mad, warring Lord 
Wizards. 

Accept the chailenge and travel the 
Modern World of Terra in search of 


helpfui aliies, who 
wiil provide you 
with the knowiedge 
and commonpiace 
objects required for 
the art of SpeiiCraft. 


Experiment with 
almost 60 ingredients 
to create over 1 00 
supernatural spells in 
your wizardly 
workshop. 
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ASCII Entertainment Software. Inc. P.O. Box 6639, San Mateo, CA 94403. Telephone: 415/570-7005 

© 1 992 ASCII Entertainment Software, Inc. Asciiware is a trademark of ASCII Entertainment Software, Inc. SpeiiCraft is a trademark of Tsunami 
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are trademarks or registered trademarks of their respective holders. 


Conjure a multitude of 
spectacular magic 
effects, from scorching 
fireballs and fire- 
breathing dragons to 
ominous armies of ores 
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Combine everyday items with the 
right Magic Words to awaken their 
magicai Aspects. Then, test these 
speiis in combat against Vaioria's 
cunning Lord Wizards. 

A chailenge to be mastered by only 
the most experienced player, 
SpeiiCraft offers: 

• 1 00 + hours of game play 

• Richly detailed graphics 
(256-color VQA) 

• Spell-binding music and sound 
effects that are compatibie with 
Ad Lib, Roland, and Sound 
Blaster sound cards 

Available for MS-DOS and compatible 
systems. 
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ORIGIN presents A LORD BRITISH PRODUCTION 

"ULTIMA VII -THE BiACKGATE" 


Starring THE AVATAR, lOLO, SHAMINO, DUPRE', and BILL JOHNSON as "The Guardian" 
Programming KEN DEMAREST III, HERMAN MILLER, ZACHARY SIMPSON, JEFF WILSON, TONY ZUROVEC 

Technical Design Assistants ANDREW MORRIS, JOFHN WATSON 
Art Direction BOB COOK, JEFF DEE, KARL DOLGENER, GLEN JOHNSON, DENIS LOUBET, GARY WASHINGTON 
Audio Director AAARTIN GALWAY Music DANA GLOVER 
Sound Effects MARC SCHAEFGEN, NENAD VUGRINEC Writing JACK HERMAN, BETH MILLER 

Executive Producer DALLAS SNELL Associate Producer AI^N GARDNER Screenplay RAYMOND BENSON 

Producer and Director RICHARD GARRIOTT 
Available in Retail Stores or call 1-800-999-4939 for Visa/MC Orders 


VOLUNTARILY 
RATED MP- 13 

(For AAalure Players) 


Ultima, The Black Gale, Avatar, lord British, lolo, Shamino, Dupre, The Guardian are 
trademarks of ORIGIN Systems, Inc, © 1991 ORIGIN Systems, Inc. 
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